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36 STREET FIGHTER ALPHA 2 

The legendary Street Fighter crew returns once more and 
Sega Saturn Magazine are first on the case as usual. In this in- 
depth showcase we introduce all of the new characters, 
reveal some of the latest moves and prepare you for combat. 




M COMING SOON I 
14 VIRTUAL ON 

Robots - we love 'em at Sega Saturn Magazine, especially 
when they're involved in creating manifold destruction. In 
Virtual On they do just that, so check out our four pages of 
coverage on these giant mech warriors. 

18 REAL BOUT FATAL FURY 

Strange how things happen really isn't it? After waiting ages 
for Doom to arrive on the Saturn, up pops Hexen just 
behind it. A bit like buses really. Anyway, Sega Saturn 
Magazine gives you a taste of this id classic. 

22 DARK SAVIOUR 

With this epic RPG now complete, Saturn Mag enters 'Jailers 
island' with a view to finding a way out again. See how we 
get on with this much touted 3D adventure game. 
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steal Sega Rally's mantle? 
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For those with an insatiable 
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all of us probably - we've got 
six pages of coverage on the latest 
Virtua Fighter instalment. We even 
show you how to execute some of 
the new moves on offer! 
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Continuing on from last months in-depth cover- 
age, we continue to inspect each of the char- 
acters in detail, listing their moves and offering 
a spot of advice on combat techniques. 
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With the game now complete it's time to put 
on the thinking shorts and cut a path through 
some of Tomb Raiders beautiful, dangerous 
and puzzling environments. 
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Because Fighting Vipers is so ace, Sega 
Saturn Magazine wanted to know more. And 
being the investigative souls we are, we 
sought out Hiroshi Kataoka, AM2's big cheese 
for an in 
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After we brought you exclusive shots of the 
much awaited Daytona sequel last month, we 
thought we ought to keep you all happy with 
some more coverage. So here it is! 
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You just can't beat a bit of Masters' coverage can you? Well, in our pursuit of the ultim 
Saturn gaming magazine experience, we present this latest issue for your perusal. However, 
rather than reel off what sections of the mag I'm particular happy with th" 
instead to make a statement about Exhumed, the 3D Doom clone OUT NOW on Saturn, Wei 
a PC owner and a big Quake fan I just have to say that I am mightily impressed with whattl 
Saturn is achieving with this game Quite frankly, it's brilliant. The 3D is incredibly fast, 
but it's the design of the game that makes it so great -you won't find a 
cunningly crafted adventure on Saturn. Or PC for that matter. I've had a 

Doom instead because they "don't like the look of it". Well, GET YOUR EVES I 
TESTED. Exhumed looks - and plays - absolutely briiiiilliantly Co out no 

get Lobotomy (Exhumed's creators] to do Saturn Quake... 
Exnlilortl 
Richard Lead better, Editor 




Call The Cops! 

Virtua Cop 2 Is Almost Here! 




Anyone who's been playing Virtua Cop i in the arcades could tell you just 
how sexy this shoot 'em up sequel looks. Now with the game nearing 
completion, we at SEGA SATURN MAGAZINE have been given exclusive 
access to the third and final episode in the game. Needless to say, It's 
looking awesome. 

In Issue #n we revealed screenshots from the first two stages in Virtua Cop i. 
Everyone agreed that they looked almost identical to the arcade, and this Is equally 
true of the third and final stage in the game Having pursued tf 
gang of hoodlums across town, everywhere from the 
shipyard to a car chase around the city's * 

i the underground and 
npt to follow the gun-totting crims 



NOTES FROM THE UNDERGROUND 

File 3, the 'Rail Line Shoot Out', begins 

ding Dirty Harry types 
tatively down the stairs while ■ 
pop out from behind 

increasing numbers. Once the ticket 
barrier has been negotiated and the 
platform cleared of unwanted 
scum, it's onto the train itself for a 
crazy ride to the gangs lair. Fortunately 
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mayhem moves onto the roof of the train. Enemies rai! 
their soon -to -be -mush heads between the carriages w 

hanging out of the side windows of the train, your foes 
flinging their guns despairingly as they take 
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BREAKPOINT 



Tennis games have had a habit of being rather spineless affairs on the Saturn. 
Hopefully all of this is about to change with the release of Break Point, Ocean's 
forey Into the world of well-shaved lawns and consistent British failure. The game 
features four court variations, including a tarmac court situated besides a hotel 
and picturesque beach. Up to four players can compete at any one time (playing 
doubles obviously) and a mixture of international players to choose from. We'll 
have a lovely preview next month. 



NOCRIMEWAVEYET*^ 

i in Issue #11 we previewed a game called Crime Wars, published by Eidos 

i Interactive. It's essentially a driving game viewed from an isometric perspectivt 

i with a dose of shoot em up action thrown in The curious among you may bewa 

I dering what's happened to it, seeing as its release date was originally set for 

: are perfectionists, they've delayed its release until 20th November to tweak it a b 




DRAMATIC RALLY TIME ATTACK RESULTS! 
ONLY 0.03 sees BETWEEN FIRST AND SECOND! 



Not since the infamous Black Scot match-throwing 
da! rocked the American baseball scene in th 
(or whenever) has any contest inspired such 
twists of controversy. The final Sega Rally 
Time Attack results have been plagued with 
difficulty. Our first winners, you may recall, 
were disqualified, having misread the rules for 
entry. So It was we scoured the top ten (and below) 
for other likely candidates, requesting their video ev 
dence RIGHT NOW VERY QUICKLY. Of those entrants 



TIME ATTACK 

.1996, 



who replied, we were happy to see their corking times. 
Those that didn't write back, we figure, had fibbed 
and feared being found out or they'd 

As if this wasn't enough, the final 

only THREE HUNDREDTHS of a 
second separating first and second place! Leigh 
Stevenson of Alverthorpe, Wakefield is the lucky winner 
with a time 0f1.s3.54, whilst unlucky John Tibbot of 



Leicester comes in a close second with 2.53.571 Even 
mote unlucky Is Oarran Ware, whose time of 2.53.58 
was decalred void because it comes for exactly the same 
address as Leigh's entry. So the spawny third placer is 
Ian McKemie of Paisley, who walks away with an exclu- 
sive Sega Rally jacket and Sega T-shirt. Our top two 
both receive this prize, along with TEN Saturn games for 
John and a YEAR'S SUPPLY of free games for Leigh. Well 
done, everyone, even If you didn't win a prize. Or get 
the rules right, for that matter. 
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ACTIVISION 

PREPARE 

MECHWARRIOF 

One of the best robot blast 'em ups to grace 
EVER is Actlvisions brilliant MechWarrior II. 
That being the case we're quite pleased to 

:e that the company i 
bringing the game onto the Saturn and we've been 
lucky enough lo catch a glimpse of the first playable 
code of the game. 

If you'«e recently been reprieved from an exile in another di 
you won't know about this brilliant first person perspective shooter. And ■ 
be honest we don't know much it either, mostly because conceptually, this Isgi 
be quite a bit different from the PC original with the emphasis more on action 
ulation.Still.it should be a good game what with the MechWarrior pedigree and all of 
that, so expect more meaty coverage in a forthcoming issue of this fine magazine. 
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YOU IN THE GAME NOW... 



THE TOUGHEST, DIRTIEST 
EXPERIENCE OF YOUR LIFE. 



OFF ROADING- 
IT'S A DIRTY GAME 

BUT YOU'VE GOT TO PlAY IT! 
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mom too. Can thlt latest instainutit match VF2?.„ 



all, lata keen a sense of proporlinn. »hem. 



» SEGA SATURN 




■!IAVIin!MJ;P l _Aj 



SPECIAL 50 th ISSUE OM 
SALE NOW! 





II 
II 



14 c* SEGA URN 



COMING SOON 




azing snoisi 



=B3 



SS 



iously, when you're roaming ai 



f Oriental soph 

a doubt, the greatest i 



• to 



__ _-na fighting against a 
you'd expect a " 



;i*mii:i 




COMING E*2 




IM U I 



irfii'irrtHiiiTl 



mum 

FATAL FUR) 



M 



Shi 



King of ttieXjoliters ,95.w 
tecnnicat amraanpos. nig 
Fury, a game tnars even T 



f.iil ITniifflniBl!' 



gner. Are you a mas 



iHii,',ii;iw.iiin 



I of the carl 

. with the 



NEW TECHNIQUE ACTION! 

lly bothered " 



i » »i i i; i ' HB m 



, instead of just powering up a 



«e 



£535 



tS 



iA a Vw;ii.-iA l 



FIRST FATA1 COMBO CONFUSION 



H 



t 



N i M i . J. i' i i' . m. q 






' : H Ml ■-■ ■.-.-. ■ I 



The finest pintail 



each stunningly i 



iisinq Silicon Graphics" 



|lj. mathematically 









1 




1 


8 


! 






-^' _j i 




fcHt- 







nated lock sequences. 



The first pinball game 



3D perspective. 
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One of the greatest, and perhaps most under-rated 

enthralling 3D RPG. The Japanese coders ol that classic 

ng touches to their first release, the epoch-making Dark Savior. 




Chasing thi notorious Villain. 
flju-Ya comes face to face 
with one nf his henchmen. 
Battle action ahoy! 



f this game looks familiar to you, that's because 
isn't the first time that we have shown Dark 
I Savior to you in the pages of SEGA SATURN MAGA- 
ZINE. On page 20 of issue #6, in actual fact. 
However, on those two pages we showed you pictures of the 
first section of Dark Savior... now that the game is complete, 
we ran reveal that this accounts for 1% of this frankly enor- 
mous role-playing game! 

Believe us when we say that Dark Savior is perhaps one 
of the biggest videogames ever created, with five different 
parallel dimensions (more on that later) and around 100 dif- 
ferent endings! The programmers of Dark Savior - Climax - 
had in mind an RPG that would offer months of gameplay 
with many different, worthwhile ways of playing the game 
through. From what we have seen of the finished Japanese 
title, it would appear that they have been most successful. 

WHAT'S THE STORY? 

When it comes to Japanese RPGs, you can be guaranteed that 
you're in for some pretty hardcore weirdness. So it is with 
Dark Savior, as we venture forth into its intriguing K 



"Those judged as being unable to return to normal soci- 
ety are sentenced to either death or life imprisonment on the 
isolated and solitary "Jailer's Island". Without any regard for 
species, both men and monsters are crowded together here. 
Each and every one of them has committed a major criminal 



On this island the prisoners are administered , 
by Governor Clutoligen the Third. With only the 
brains of a common mathetician he brings strict 
discipline to this prison island. In his book, there is only one 
rule "Death to all those who violate public order!". It's because 
of his sadistic personality that most of the convicts bear 
hatred against him. 

In addition, there are those who escort the prisoners to 
this prison of death. They are known as the bounty -hunters. It 
goes without saying that the convicts hate them as much as 
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A montage of Dark Savior action! The pic below left shows the cunning uie of a key to open a 
metal gate. There's plenty or ladder climbing action In the game, at shown below and to the 
right, k panoramic view from a later Parallel (centre) which looks ace. Some combat "malarkey" 

The left picture shows the player using a previously captured boss to do battle 
whilst the bottom-right pic shows Nyu-Ya capturing a mad scientist type! 



the Governor himself. 

Those who successfully escape from 
the prison do so only to offer themselves 
as blood sacrifices to the island! For 
although escape is possible, In reality, 
due to Governor Clutoligen's pride in 
preventing escape nearly all attempts 
are doomed to failure. It is said that 
the number of people who have suc- 
cessfully escaped by avoiding the 
numerous traps placed around the 
island is 0,07%, 

Bounty-hunter Ryu Ya (from the 
country of Rajin) has been pursuing the 
met amorphic murderer- creature "Villain" 
for the last 10 years. With all the skill and 
effort he could muster in a final all out wai 
he finally captured it. The authorities concerned 
have decided that the fiendish monster must be trans- 
ferred to the much larger prison accomodation on Jailer's 
Island to suffer the "Carbon Punishment". 



The CP is mainly used against creatures like 
'ill a in (that are able to use cellular regeneration) 
which even if killed can regenerate at such an 
incredible rate that they can quickly be com- 
pletely restored to life again. The special car- 
bon fluid artificially stops the heart and sus- 
pends all body activities. Presently, the only 
device capable of executing the CP U 
installed on Jailer's Islandl 

Ryu and two other elite bounty hunters 
Nick and Mai are ordered to accompany 
Villain to Jailer's Island on the large transport 
ship "Glion". This specially created vessel is 
used to transport condemed prisoners and con- 
tains a specially constructed cage/cell into which 
Villain is securely placed. 

However, while the ship is still more than jSo 
iles away from Jailer's Island, Villain's 
instincts are aroused by the stimulating effect of mysterious 
sound waves! Suddenly, Villain secretes an acid like liquid 
that dissolves the cage/cell and quickly escapes into the » 




This mad scientist type does- 
n't look II ek much, but in 
actual fact he's extremely 
rait and about 20% more 
powerful than our hero, Ryu- 
Ya. Thankfully, he's still rub- 
bish at fighting so defeating 
him should be easy! 



This new RPG 

thing of an essential bu, 



being some- 
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Despite the cartoon styling of Dart Savior, the 
game manages to create a solid 3D terrain with 
multiple levels of platforms and multiple heights 
(left). Finding keys to open doors is a pretty com- 
mon occurence hi Dark Savior (right and 
hehM). Using the Hyperion Perspective 
allows you to get a better view of the 



Dark Savior is an ace game! 




. Climax have 
creating an awesome action role-playing adventure 




ship. The sirens sound and all panic breaks out..." 
; The long and the short of it is: YOU are Ryu-Ya and 

■","* it's your job to track down the metamorph super-crimi- 
nal through the Jailer's Island, apprehend him and see to 
i destruction and then quickly effect an escape from the 
dread isle. 

HOW DOES IT WORK? 

The bones of Dark Savior is that it's an isometric 3D adventure 
game, sort of in the style of Lands talker on the Megadrive 
only this time a mixture of sprites and textured polygons are 
used to depict the island and its denizens. 

Although it looks like a traditional isometric 3D game. 
Dark Savior is much more. You can view the landscape from 
many different views thanks to a cunning new system known 
as the Hyperion perspective (see later), which literally takes 
Landstalker into the next dimension. 

The game is broken down into many different areas, 
starting off with the afore-mentioned 



ship. Your performance on the ship dictates which of the five 
paths through the game you're going to embark on (see later 
also). It's your job to make your way through the various 
areas, talking to the convicts, collecting objects and earning 
valuable experience points which allow Ryu-Ya to gain power 
and combat prowess. 

Although it might look complicated, Dark Savior is pretty 
easy to get to grips with and from our hours' of gameplay we 
can say that it's probably the premier Saturn RPG. 

FIRST IMPRESSIONS 

We've been giving Dark Savior a bit of attention now and then 
since the finished Japanese version arrived in the offices and 
we can report that it's a top game. A very top game indeed. We 
are also happy to inform you lot that it is definitely getting an 
official release, with full-on English language action sched- 
uled for a January 1997 launch. If you quite liked Shining 
Wisdom and its ilk, you're going to flip over this. 



Using the Hyperion Perspective is the way to succes 


on this le 


el (above). The 


platforms with ooxes on move about and you need t 


use them 


locate a lever 


(which Is just off screen to the right). Once this lev 


r is pulled. 


he boi plat- 


forms drop down, allowing you access to the door 


t. Vuu can' 


really see it 


very well, but it is in this shot (behind the green ra 


sh). Using t 


e Hyperion 


Perspective makes the exit pretty obvious to see. 
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FIGHT! FIGHTl FIGHT! 



Where would the world of 
fighting. One thing's for su 



playing be without a bit of 
t would be a most dull 
indeed, consisting of much solving of logic puzzles, 
walking about and talking to people (yawn). 

Thankfully, Dark Savior includes a fair smattering of 
fighting, mostly in the form of a rather brilliant one -on - 
one almost -like -Street Fighter combat system. You and 
your opponent face off in a best-of-three rounds scenarios, 
using normal attacks, special moves and blocking in order 



tow 



n your oppoi 



eigy t 



r.Thei 



Super Move energy bar you can build up. Brilliant eh? 

WeU, that's not the cleverest part. Dark Savior allows 
you to stun your foe into submission, whereupon you can 
capture them and add them to your ranks of fighters. So 
the next time you get set upon by some hideous creature, 
you can use your last conquest to do the fighting instead 
of Ryu-Ya. Brilliant eh? Well, the further you get into the 
game, the bigger and more nastier the creatures you 
fight... And every one that you engage can be added to 




Three shots of intense Dark 
Savior hacking and slaying. 



« \3 III Some pretty impraasiv» architecture In Dark Savior, and 

| l'' -f» loS "' ll is "M™ ,han l" st "•MfitfolUU. UltMIl this enor 

f^\ mou» metal-glass door opening below. \~ t . <'■ 
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^•v Dark Savior is basically five different adven- 

^d^^VV ■__ tures in one, with the game variation you 
^aaaT^^^aW. get lumbered with dependent on how you 
H| deal with the initial blazing ship scenario. The 
aaT diagram with this little box should give you 
some idea of how the game diverges at this crucial point. 
Although the landscape may be similar at many points, the 
storyline and the characters change radically, as do many of 
the objectives and puzzles. With the five major parallels 
spawning around 100 endings, this game is HUGE! 
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TRANSPORT SHIP - CAPTAIN S ROOM 



1,1 
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ESCAPE FIGHT 
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Puzzles, puiilai and Indeed more puzzles. Dark Savior la literally packed with the things. Hoet of 
the time the problem can be solvit) In the Immediate vicinity. There's never a situation where 
getting a kay or whatever Involves ■ major excursion from your current location. 




THE HYPERION PERSPECTIVE 



Landstalkei might have been locked in 
the isometric perspective. Dark Savior 
isn't. Using the left shoulder button or 
the analogue controller (if you have the 
NIGHTS pad}, you can look around in just 
about any direction. The right shoulder button is used to 
scroll around, allowing you to view yet more of scenery. 
The system is absolutely brilliant and mastering it is a 
must. Sometimes hidden objects are revealed with the 
Hyperion Perspective and later on, potentially fatal 
drops into the abyss are avoided ONLY by using it! 

Other than that, the controls are rather simple. 
There's running and jumping. Attacking, talking and 
examining are all done with the same button. The inven- 
tory system, allowing you to check out your stats and 
booty is also available and super-simple to use. 




JAILERS ISLAND ADVEHTUHES 



This bit of action taken From the game's demo sequence at the 
beginning shows the real versatility of the Hyperion 
Perspective. The view can be warped eitanalvaly. 



The fact that the entire terrain In Dark 
Saviour Is made out of polygone and textures 

allows freedom of movement when viewing. 
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Scavenger scavenge game concept shocker! 
Make good-looking title! 
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Scavenger 


I Hindering shoot 'em up | November T, 
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^B "ittlworpi with a frog. |j 
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ent grasp of the phra 
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cept", basing their games 

central flimsy premise wh 

I the product, However.non 

mighty Lemon, one of the 
Scavenger-affiliated teams and the bods responsible 
for Amok. Vou can imagine the pitch the creative 
team put forward to the producer to try and sell the 
idea. "Erm.. it's like Thunderhawk. Underwater". At 
which point the producer will have shaken his head 
wearily and picked up his filofax. Doubtless as the 
chief reached the door the junior teaboy programmei 
will have blurted in a last ditch attempt "With a 
frog!". 

"Bingo!" thinks the producer "With a frog! What 
genius! I won't dismiss this idea after all!" And we 
should all be glad that he thought that, readers, 
because Amok is shaping up to be a vision of loveli- 
ness. Mind you, I might be mythologising the whole 






: likely tr 



got Amok off the ground by showing off its wonderful 

££ Vou can imagine the pitch the 
1 1 creative team put forward 
to the producer. "Erm... it's like 
Thunderhawk. Underwater". 
Bless their little cotton socks. 

For Amok 

3D graphii 

time. Not in terms of speed or colour. ! 

terms of detail. Amok asks your humb 

Saturn to handle no small quantity of 

ne, without 

•slowdown. 

And. of course, it's got a frog 

Not any old frog, obviously. Otherwise 
have Toad of Toad Hall and the game would 
crap. Just ( 

frog, madr 

with many gi 
and missiles. And it is this mechanical frogyoi 
guide through the various mission object!" 
in each stage. These range, as usual, from 
hostages to blowing things up and 
ing other things up. Nothing par 



objects at any oni 





n't. However. 3D explorati 
popular new genre whic! - 

1 bred like weasels since tt 
if polygon technology Sati 
: get enough of them, it a| 
looking for t hi 
Most Slickly Produced in Breed. 

e exploration aspect has 
ightly, leaving you free tc 
straight for danger rather than spend all your time 
faffing around with maps The weapons of mass 

have been toned up slightly, along with the 
enemy enforcements For example, by level 
ilready taking on a heavily- guarded fortress 



gunemplac 



lents. 



laybe 



frogs and underwater setting 
notwithstanding - 
it certainly looks pretty, 
le gameplay. the depth 

the longevity of Amok, we'll 
Dr the review, hopefully in the 
Keepthefaith, 
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Prepare for Scorcher marks in your pants! 




arly 30 %com- 

derably since 



ars and years ago we, the amazing 
taff of SSM, unveiled a small new 
I Sega-affiliated software house 

wn as Scavenger. Scavenger, you 
i recall, was a collective of tiny 
I programming teams poached from 
other arenas. Then, after showing us lovely demos 
of a couple of their titles which seemed to break 
whole new ground for the Saturn, Scavenger disap- 
peared, for no apparent reason. 

they've brought their games. Scorer 

plete state, and has moved on cons 

For the uninitiated (ie - anyone who bought 
their Saturn sometime in the last century, which 
Scav have spent in the wilderness), we'd better tell 

where you play the pilot of an anti-gravity floating 
craft. Luckily though, that's about it all it shares witi 
WipEout (which it will doubtless be incorrectly com- 

££ The courses are carefully - 
■ I nay, lovingly - produced in 
full 3D in about a zillion colours, and 
rendered to follow all kinds of 
curves and shapes. How very 
very pretty. Watoonga! 




w 



\» Freettyle Hamster Wheel Racing Championships' 



lap. There are obstacles all over the shop, not to 

make your life extra extra hard. Not that they need 
to bother, really, because your nimble lightweight 

ing around maniacally at the slightest bump. As is so 

handle the individual transport is initially as much 
of a challenge as facing the tracks themselves. 

Scorcher initially won a lot of attention for its 
graphics. The courses are carefully- nay. lovingly - 
produced in full 3D in about a zillion colours, and 

But given that this was about eighteen months ago. 



My money's 



ie reigning champion - Ham my. 



that does mean all the races take place at night or in 
the fog. Still, them's the breaks. You'd only moan if 
they didn't bother and you could see all the clipping 
in the horizon. So you'll get what you're given and be 
grateful, I reckon. 

Anyway, despite the Saturn having been 
blessed with some awesome race games in the last 
year. Scavenger seem positive that there's a place in 
your software collection for their baby. Judging by 
e'd have difficulty disagreeing with 



they're big 



;rthan 



Ingsh 



rabl) - 



is fast- 



paced world of technology. However, having copped 
a butcher's at the latest 90% finished version, we 
can say that Scorcher still looks hot. The light sourc- 
ingadds a lot of atmosphere, there's an awful lot of 
roadside detail and the clever clip-masking ensures 



But, on the subject of gameplay, we don't care how 
hard the producers are - we're willing to be brutally 
assaulted for our opinions. Luckily for us, we're not 
sure yet, but it looks like Scorcher might be the same 
by name and nature. There are a few bugs yet to be 
ironed out. and some potentially fatal slowdown to 
eradicate (which the team promise they'll do). So far. 
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The undulating terrain provides 1 realistic feeling of motion. 
And the lighting help! too. Like, when you go In that tunnel, 
gela all dark and that. Just like real 
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PREVIEW 




It's another classic id game! 
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■1 1 Doom sequel translated from the K original 4 


^■"iimm win magic and RPG i»ect* ■ 




V' SEGA SATURN 



Little Johnny was 

enjoying the sedate 
pace of his new lift 

to school, when... 





great Sega-playing public. 



,. ARRINGDON LANE, LONDON ECiR jAU. Ton may get a prise. If yon don't, tough. 



A VERY GENUINE NUTTER CALLS 

DEAR SSM, 

I thought i would write in with a Fantasy about a game i am looking forward, to 

I was walking along feeling dejected because everybody could kick sand in my face. 
When I saw a Banner, stating, GRAND TOURNAMENT, INTRODUCING, THE FIGHTINI 
VIPERS, so i. went along to pick up a few hints,. ... There was a very Beautiful young 
lady, dressed in. Red, waiting for her Bout.... I asked her if she would teach me to 

Fight, after. She said OK She was a very good Teacher,.. But If I erred, she really 

gave, me, the Bum's rush,, literally, i might add,.. But in a while. I exceeded, her - 

expectations, and i think she fancied me, as I, did, her I asked her name, she - sai 

CANDY,.. I said, Well CANDY, I've got a Sweet Tooth She smiled. - Impishly, and 

fell into my arms. THE END. 

I know it's a little weak.... but i'd be happy to see H 

printed in the Mag, as i'm -Easily pleased. 

Regards 

Phil Furnas, Oxford. 



p You'r< 



i severely dangerous Individual. 
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I NEED SUPPORT! 

DEAR SSM, 

As a devoted fan of SSM and a complete Sega fre; 

I felt an uncontrollable urge to write this letter. 

WAKE UP SEGA, WE NEED SUPPORT! 

When I first considered the jump to a Next Gen 

console it was a well thought-out and researched 

decision. All my colleagues owned PlayStations 

which put that particular console high on my list. 

what I think was the best decision, I bought the 



Megadrlve/Mega-C 




quality PSX titles over the current flood of quality ^^^^ 

Saturn games. Hopefully this situation will change 

around Christmas, when Sega are predicting they'll sell racks of Saturns. 

Huziah! 



DATEL? UP YOURS! 

DEAR SSM, 

I can't agree more this the comments made by Karl Swan in issue 11 about the Datel 
Action Replay cartridge. For £50 all you get is a total of 45 different game codes, only 
SEVEN of which are for UK games (the rest for bloody imports!), which includes old- 
ish games like Victory Boxing and Shinobi-X. 

On the box cover it says "Enter new cheats as further games 
are released - Flash EPROM Technology means that all new 
entries are added to the built-in cheat menu". WHATI Flash 
EPROM Technology? New entries addedl?! And what of the 
"high speed comms port". That's good for the lucky few who 
own both a Saturn and a PC to connect it with. The rest of 
us have to wrack up high 'phone bills to get passed on to 
ven other 'phone numbers to try or 



■ven get a< 



uld release new codes to magazines like this 
ication, and print them for us like they did 
with the 16-bit Action Replay and Game Genie carts. 
I'm sure that many people will actually buy the cartridge 
knowing what effects it can make to top title games after 
seeing them printed in magazines. I hope you will be print- 
ing such codes in SSM so that we can use them to find other 
codes and maybe send them to you. 
Hope you can help all us Datel Action Replay cart (conned) 



David Kimmingi, A 



n, Middlesbrough. 



v is marketing 
I accessory sale? 



strategy. Now that both consol 
return must come from games 
a small problem with this. Taki 

outnumber Saturn shelves three to one. How can this be, aren't Sony 
aren't Sega the best at games and sales, where is all the support we'r 
When you read press advertisements both consoles are well esta 
looks like a comparable amount of games available. Why then is 
different? This, after all, is where most people make the decision 

cern? The Saturn is a brilliant development, don't sit on your laur 
the support now we've backed your horse! 
Steve Eckenall, Ovendtn, Halifax. 



than I paid for mine, Sega's 

:So 

tw 

ished, with what 



^j. To be fair, Steve, this isn't so much Sega's fault as that of your friendly couli 

"^r local retailer. They're the ones that choose which games to stock, and mon 

it the moment many of them seem to be favouring loads of rather Insipid- PC h 



it Yours is about the millionth letter we've had 
^■^ maid n g this complaint, so it's obviously a bone 
contention out there. We can't print codes we don't 
it, David - and given the scarcity of Action Replay 
owners (especially ones who actually like the thing) 
we're not sure if it's worth the space. Plus, most codes end up along the lines 
of "Play Sub-Zero in paisley colours" or "Crash the game every time you 
jump", which doesn't seem particularly worthwhile. 



I DON'T UNDERSTAND CAPITALISM 

DEAR SSM, 

What are Sega doing? In issue 10 Charles Livesey wrote in and said that Sega are 
going to convert all their best games on the PC. Are Sega stabbing us FAITHFUL 
Saturn owners in the back or what? I mean, we might as well have gone and bought 
a PC and get the best of both worlds, but no we didn't, we decided to stick with 
Sega through the 31* to Mega-CD to MultiMega which as we all know are crap and 
aren't worth a penny but still we bought them. It took Sega three tries before they 
could come up with the amazing Saturn Now we find out that wasn't worth the 
everything the Saturn's got the PC already has or is going to get. T 
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the PC (what are the bets that the PC conversions will 
be better than the Saturn's?}. One reason I bought a 
Saturn over a PC was so I could play Saturn-only games 
by Sega. I know Sega have to make money to keep their 
company thriving, but whatever happened to loyalty? 

PS If you don't print this I will know I'm right. 

^- Consume rism happened to loyalty, Kevin. If 
r ^^ you don't like the system, don't whlnge 

about It to us - go and bum down a bank 01 so me - 

thing. 



whcc; 



n that is 






THE ACCEPTABLE FACE OF GAMING 

DEAR SECA SATURN MAC, 

Right, according to my family "this computer thing Is all 

crap, why not go outside and play?". Why oh why do I constantly hear quotes similar 

to this one? Family always mock computer games for no reason. It's like they've 

been programmed by an alien race to destroy all computer games. WHY? Have you 

ever been told off by your mum for being inside too much? Parents note: WE LIKE 

BEING INSIDE SO STOP NACCINGH! 

Chris Houson, Olney, Sucks. 
PS Blur are better than crappy Oasis. 

TO THE AWESOME POWER THAT IS SSM, 

The other day I was playing snooker at the local club and thought "Why not have 
snooker on the Saturn?" Picture this - Embassy Pro Snooker. It could feature all the 
top players such as the likes of Stephen Hendry and Ronnie O'Sullivan, it could have 
full commentary non-stop, and of course the typical Saturn excellent graphics. 
I'd also like to add something, because lately people who enjoy video games are 
being slagged off as being sad. This is not the case, lam an excellent snooker player 
and enjoy playing football and cricket. I'm out with my mates a lot, I'm a massive 
Blur fan too. Also I have a steady relationship going (hi Helen), so there. My Saturn 
just passes along those boring Sunday afternoons in the house and makes my life a 



Carl H, 



h, Costleford, W. Yorks. 



■ I've seen the connection here - people whine about gamesplayert 
"■^■' being sad and lonely because they're Blui faiu! It's got nothing to do 
with games at ail I The whole image ot the scene could be completely reversed 
If only we could encourage some respectable music tastes! 

WHERE FANTASY MEETS REALITY 

DEAR SSM, 

You recently asked for fantasies linked to the Saturn and its games. Well mine goes 
something likethrs- 

Atthe moment I'm a British soldier with IFOR In Bosnia and in my fantasy I'm taken 
to my Saturn's chips and BITs and given a challenge. If I complete it I get another 
two weeks leave pass home to the UK. The challenge starts on a train where all 
these baddies are shooting at me and I have to get them before they get me in a 
Virtua Cop sort of a way before I find a Stratos rally car of all things, of Sega Rally 
fame. From here I drive through the countryside at breakneck speed but with a twist 
-I'm being rammed and shot at by these baddies again but being the driving hot- 
shot I am it's not long before I'm at my final destination -the Arena. 
Here I have to defeat one by one the characters of Virtua Fighter i before getting 
the prize. Unfortunately I've always had problems with Akira so it looks like I'm 
stuck here until the end of Octoberl 
Steven of Bosnia. 

^JZ, That sounds more disturbingly similar to your pieient leality, Steve. 
"^^ Hope you don't get shot. 



I'M A SKIVING SHIFTLESS IDLE GOOD-FOR-NOTHING 

DEAR SSM, 

I've just taken a day off work to recover from a brilliant night out in Newcastle. My 
chosen recovery method was to set the Saturn up so I could play it in bed and drink 
loads of coffee. 
Unfortunately I still feel terrible, but that's beside the point, which is that ANYONE 



e comput- 
er equivalent of social services should come round and 
find a foster home for Kamran A West's machine. What 
more could you want from a game? I've just finished it 
in Story mode for the first time and I've still got six 
more finales to discover, not to mention playing as 
other characters and the two-player option. It's a crowd 
pleaser too, with my six-player adaptor (purchased for 
this game) I spent several hours after the pub with four 
mates playing various team/every man for himself/all 

tastic laugh. 

1 suspect you only printed Kamran's letter to provoke 
controversy, so 35 a measure of your success Could you 
print the number of letters of support for CH that you 

received this month. 
Thanks folks, I'm off back to bed. 

Adrian Morley, Clayton St. West, Newcastle-Upon-Tyne. 

jr. Well Adders, lei's hope your employers aren't reading this or you're 
~^^ right in the cade. Anyway, we got LOADS of letters defending Guardian 
Heroes from Kamran West's unqualified onslaught, and NOT A SINGLE ONE 
agreeing with Kammeri. Which just goes to prove we must have been right 
about GH being brilliant. As usual. Hope this Is worth your impending unem- 
ployment. 



THANKS FOR NOTHING, CHRISSY-BOY 

DEAR SSM, 

When NMS talked about SPROLYCONS they were trying to say that they were taking 
JD sprites and jD polygon based sprites and then making them look uniformly the 
same, so you (the player) could get a more detailed and clear game to get into. 
Chris Taylor, Treorchy, Hhonddo, Mid-Glamorgan, Wales. 

''jtf Yeah? So what? Since when did we ask your opinion? 



BUY A SATURN 

DEAR SSM, 

i have been saving all my 

sole Is best? 
Nkk Stores, Manchester 

■j^ The Saturn. . 

HOW FAR CAN I FIT UP YOUR BACK PASSAGE? 

DEAR SSM, 

Your mag rules, the SSM team are ace and yes. I have to agree with Sam, Rich does 
look like Data out of Star Trek. I can just imagine him saying "Inexplicable Captain. 
The androids appear to have demoralised the hydrologic centro-meters" (er, no, but I 
do like the repeated use of the word 'intriguing' - Rich) Anyway, on with the letter, 
I would like to congratulate you. Not only do you provide a fantastic mag etc etc but 
your NiGHTS review was incredibly accurate. It does deserve all 96%. I, not ten min- 
utes ago, completed this masterpiece of programming. The glitches with the game 
you thought are also correct. Yes, the game is too easy, but yes you will return not 
only to get an A in all the levels but also to seethe cute Nightopians develop and 
grow. I still can't get over just how good NiCHTS really is. Oh. and incidentally, any- 
one struggling to get to the end: keep trying The ending is most definitely worth it. 
Stuart Chapman, Hythe, Kent. 

j^ j. There you go readers, we're right again. God, we're fantastic. Someone 
: ^^ should give us Knighthoods. like the Queen, for Instance. 




WHAT YOU'Vl BUN TALKING ABOUT THIS MONTH 

Guardian Heroes is ace! fo Is NIGHTS! The Action Replay Isn't I why is gi 

paekajinj 10 trap? The nwunEB chased me out of the shopl 




As Bob Dylan was apt to point out, "the times, they are a-changing". And 
here at the humble G+A folk guitar, new strings are being added and old ones 
retuned. Joining Mark Maslowicz in an Art Garfunkel sort of way, is our very 
own editor Richard teadbetter. He'll be covering any questions that are not 
Sega specific, using his vast memory capacities to prove that he is indeed 'The 
Master'. At least, a master to himself and the vagabond midgets he runs rack- 
ets with down Leather Lane Market. But that's another story. Anyway, send 
your questions to RICH OVER TROUBLED WATER, Q+A, SEGA SATURN MAGAZINE, 
30-32 PRIORY COURT, FARRINGDON LANE, LONDON, EC1R 3AU. 



NIGGLED 

Dear SSM, 

I lowyoui fantastic magazine almost as much as my 
Sega Saturn but I have a few niggling questions that 
have been, well, niggling 
i Will the Saturn be able to handle VFj (All the 
sa nd/ lea f/s now /office window effects) without it suffer- 
ing from chronic slowdown or pixelation? (And don't say 
some crap like 'Vu Suzuki says so. who are we to argue) 
z. Will the NiGHTS 3D controller be compatible with 



h Rj .;■ 



3. A 



_ l. It won't be arcade perfect but will 
I^P than most people's expectations. It' 
sible to say yet if certain features will be po 



mtilA 



telye. 



mgtoSi 



and whether any form of cartridge will be i 
Don't think so. 3. Syndicate Wats is definitely 
Saturn-bound. No news on MK4 though, that's proba- 
bly because it isn't even in the arcades yet. 4. Maybe. 

NOT KEEN ON EXHUMED?!? (WHY NOT YOU FOOL) 

Dear SSM. 

As you're the COOLEST GAMES MAC around, please 



|tl capacity m 

ly Saturn's w; 



ranty? 



ng 



2. 1 want a Doom-style game, with lots of puzzles ani 
mazes. Should 1 get Alien Trilogy or Doom (I'm not th 
keen on Exhumed]? 

3. Are there any football management gai 
out as I saw one called Football Manager in an advertis- 
ing booklet I picked up? 4. Will the keyboard be released 
in conjunction with the modem and will there be any 
software packages for the keyboard (like a word proces- 

Kelth Ovanden. Gunthorpe, Peterborough. 

. l.UseSegacartsandbesafe.a.Ofthethree 
■^P games mentioned, 1 would recommend 
Exhumed. I don't care if you're not keen on it - your 




letter is dated before the game's release, ergo you 
haven't played it. Trust me: it's better than Trilogy, 

it surely won't be long. 4 The keyboard will be avail- 
able but software packages like a word processor are 
unlikely for now. More news early next year. 

"BYE" TO SAM 



Devon and I played di 



1, My parents absolutely loved playing Bug 1 and they 
found it very hard indeed. Will Bug Tool be difficult as 

2. My next question is for Rich because I too am a big fan 
of Star Trek: TNG. I'd like to ask what he thought of 
Generations, especially the saucer crash. 

j My friend, Lee Bennett, is getting a Saturn soon and he 
loves driving games, beat em ups and first person per- 
spective shooting games (like Doom). What would you 
recommend for him to buy? 

That's all I have to say except thanks for printing my last 
letter. One final thing: will you please have 
the reviews as they were in Sega 

Chris Moore. Odsal, Bradford 



^- .. Not quite as tough, but th 

~^0^ will be many more levels. : 
Having watched the Laserdisc a few 
times now I still think it's a decent- enough fi 
but plotwise it does pale in comparison to some TNG 
episodes. The new film, First Contact, looks A-C-E 
though. The saucer crash was brilliant, although the 
trees looked a bit odd . 3. Simple. Sega Rally, 
Exhumed, Vtx, Street Fighter Alpha 3, Fighting 
Vipers. And NiGHTS of course, which defies genie. 
We will have a new reviews style in time for the next 
issue. It will not be like Sega Magazine, but 1 don't 
think you'll be disappointed. 

MEMORY UNIT FETISHIST 

Dear SSM, 

I've got a couple of questions I'd like you to answer if you 
could. Cheers. 

1 Gameplay and Special Reserve both sell "high capacity 
memory cards'' They're twice the size of a normal cart 
and over 100 quid cheaper, what's the catch? 



10 CD cc 



it they st 



be more regular, say about once every three issues. How 
about it? 

4. Why don't you do posters in your magazine? 

5. Finally, I think you should put the amount of memory 



required (in Saturn units) for each game m the info sec- 
Stuart Chapman, Hythe, Kent 

■- t. Buy an official one to be safe - there's more 
"a*^ than enough memory than you'll ever need 
on there anyway. a.The plan is indeed to do one every 
three months in future. It's better to do a few awe- 
some disks than many crap ones, 3. No plans at pre- 
sent, they're working on an all-new Saturn project. 

4. If it sold extra issues, we'd do it. Unfortunately our 
past experience is that sales don't radically increase. 
In effect, we're flushing our money down the latrine. 

5. Would it really affect your decision to buy a game? 
I didn't I 





HOURS OF PLEASURE 

Dear SSM, 

I have some questions for your Q+A section. I would be 

very grateful if you could answer them. 

1. Sega Rally is a fantastic title and it has given me hours 

I know public demand is high, so is there any chance of a 

z Could you settle the ongoing and totally boring dis- 
pute between Saturn and PlayStation owners Which is 

J. Do Sega have plans to release popular arcade title Indy 






lard Trilogy w 



is ago - 1 



Thanks for a magazine that is not only inforrt 
interesting but is not full of adverts and 15 wr 



Martyn Parry, Erlth, Kent. 

- F 1. The new Daytona should satisfy all driving 
~3iflr game fans. There may be a Rally sequel even- 
tually, a. Ooh what a question. For me it's not about 
hardware but the games and with stuff tike VFi and 
Sega Rally I'd pick the Saturn every time, j Daytona 
CCE took priority over it, but it might appear even- 
tually. 4. It should be cropping up In the next 
month or two. 
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See/ through the eyes of Dr Kimberly Stride 
Vorpal Blade through an insane combination of shoot-. 



— r_ 



>elodrama. Gasp! ■ 
s, tunnel systems and eye-popping FMV. Laugh! in the face of 
■ * ■ ■'■ ■ * ■ ■» ■■ ■»! ■ * >■ c* a «oc r.t chur in ov*,i/ afa tfon. Scream! 



in the mother of all showdowns... Play! Blaml-Machinehead! for the ride of your life. 
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it, when its 
go to make it a consist 
game. Street Fighter Al 
Capcom's celebrated beat em up 
out, it's looking better than ever. 






.And why 
andgameplay 
and 

atest instalment of 
, and as ROB BRIGHT found 
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Chun-Li In her Alpha costume, which actually first made an 
appearance in the end sequence for Chunners In Super Street 
fighter ! (when you choie Id make her a Full-time detective!). 



These pica til 
caption show that ill of the 
old Alpha characters are 
hack in the sequel. We 
haven't covered them in 
much depth here since we 're 
ling thai you've played 
the first Alpha name. If you 
haven't, more fool you. 
Because It has ACE! 





Yoga Fire 


Q GO with any Punch Button 


Yoga Flame 


OOODO with any Punch Button 


Yoga Tcleport 


OOO or <3-0 Q with all Kicks or all Punch Buttons 


Yoga Blast 


G O O with uy Kick Button 




Yoga Strike 


O CO OCO with any Kick Button 


Yogi Inferno 


■OCOOGO with any Punch Button 






Lit Thrust 


O OG with any Kick Button 


HMHiMIMN 


Bang at those Punch Buttons repeatedly 




lunging Rapture 


Q GO Q GO with any Punch Button 


DathPointStrkM 


Q O Q Q with any Punch Button 




laMmPakn Strike 


Charge O then O followed by any Punch Button 


tMT4k*4MIM 


Charge O then O followed by any Kick Button 


Vertical Drill 


During 1. press O off the wall 




Rising Leg Throw 


OGOOGO followad by any Kick Button 


Bouncing Foot Charge 


."..:■ O '_■ v- C a with any Kick Button 
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SECRET CHARACTER MYSTERIES 

In the arcades, you might have heard of a bunch of secret characters hidden in 
Street Fighter Alpha 2. The most notorious is definitely Evil Ryu - a version of the 
game's central hero who has learned some of Akuma s most powerful moves. 
Other secrets are the Street Fighter 2 Turbo versions of Chun-Li, Dhalsim and 
Zangief. A hidden version of Gouki/Akuma is also included. So the question is. are 
these characters in the Saturn conversion? 

The answer, surprisingly, is VES! The Saturn version scores over the slightly 
inferior PlayStation game by including all of these secrets and also has extra fea- 
tures, better speed and more animation than the Sony game. So, two-fingered 
salutes, howls of "nyah nyah" and other childish behaviour should be levelled at 
Sony owners by order of Sonic. 

EVIL RYU- THE ULTIMATE EXPRESSION OF EVIL 

For years. Akuma has been shadowing Ryu's every move, occasionally jumping in to 
challenge him in battle. The reason behind the evil one's interest becomes clear: 
should Ryu succumb to the same power as Akuma, he is transformed into the dead- 
liest fighter ever seen. 

How to get him: At the character selection screen, highlight Ryu, then press 
and hold down start. Move to Adon, Akuma, Adon, then back to Ryu Press any but- 




ORIGINAL CHUN-LL IN HER OLD CUR! 

Let's face facts: old Chunnersjust hasn't 
been the same since she's ditched her tra- 
ditional Chinese costume and opted for the 
girl-investigators' threads. This special 
mode puts her back in the old gear, loses 
her Super Combos and changes one of her 
moves slightly. 

How to get her: At the character 
selection screen, highlight Chun-Li, then 
hold down the Start Button for about five Look it all of these brilliant hidden charac- 
secs, then press any button. ters! Many of thirn aren't in the PlayStation 




version of gj 



!. That's good for us then eh? 



SHIN GQUKI: HE'S TOTALLY MAD 

So, Evil Ryu is the most powerful character in Street Fighter Alpha 2? Well, yes. Until 
you find out how to access Shin Couki - a super-powered 
Resilient to damage and packed to the eyeballs with powerful 
pie air fireballs, Shin Gouki really is Power Made Flesh! 

How to get him: Highlight Akuma and then press start button and hold it 
down then press: Down, Down. Right, Down, Right. Down. Down, Down, Left, Down, 
Left, Down, then hold down Start and press any button. 







get him any way with this code. 

How to get him: At the character selection screen, highlight Dhalsim then press 
and hold start. Move to Zangief, Sagat, Nash, then back to Dhalsim. Press any button, 

OLD ZANGIEF... ALL RIGHT FOR COMEDY VALUE! 

The old Zangief was kind of like the fat boy at school: large, hulking, a tad repellent. 
But get to know him a bit, spend a bit of time with him and you might actually start 
liking him. Or maybe not. Still this is the code you need to access the Roland 
Browning of the Street Fighter Universe. 

How to get him: At the character selection screen, highlight Zangief, then 
press and hold start. Move to Sagat, Sodom, Rose, Birdie, Nash, Dhalsim, Ryu, Adon. 
Chun-Li, Guy, Ken, then back to Zangief. Now press any button. 
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AND THERE'S MORE. BUT WE AREN'T TELUNG 

Extra cheat modes in Alpha 2 initiate an autofire mode as well as an infinite custom 
combo, allowing you to perform 500 hit combos when used in concert! How do you 
do this? Well, we aren't telling for now. 




TURBO DHALSIM- NOT THAT GOOD! 

That new Dhalsim eh? He looks a bit good in all of his ani 
might - after all, this is Street Fighter Alpha 2. But listen... 
□Id, different style Dhalsim, the one without all the fancy m 




t moves? No? Well, you 



how to get a 99 hit combo with Zangief! 



*0 4j> SEGA SATURN 



SHOWCASE 



r .*£ 1 



potency left a I 
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lets in Street Fighter Alpha, and a 
Akuma, his range of moves an ' " 
t really any better In t 
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Stylistic Fist 


O OO with any Punch Button 


INning Dragon Fist 


OQO with any Punch Button 




Gila Kick 


OOCwith any Kick Button 


Rolling Taunt 


OOO with the Start Button 




Sky-Shaking Stylistic Fi»t 


OOOOOO and any Punch Button 


Shining Dragon Raging Fist 


OOOOO with any Kick Button 


dinning Villainous Fist Fury 


QOOQOO with any Kick Button 



m 
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AKUMA 

PERSONAL DETAILS 




h Death Strike produci 
symbol finish (above left) and 
inflict) IS nits! (above) 






Mighty Wave Fist 


OOO with any Punch Button 


Scorching Wave Fist 


OCOCC with any Punch Button 


Mighty Rising Dr agon Fist 


O Q O with any Punch Button 


Air Wave Rat 


Jump, then OGO with any Punch Button 


OverHead 


O plus Middle Punch Button 


DivoKick 


Jump, then Q with Middle Kick Button 


Bushido Leap 


C'QOCl with any Punch or indeed Kick Button 


Talapart 


OOO or OQ O with all throe Punch or Kick Buttons 




Destructive Mighty Wave Fist 


OflODOOOOQO with any Punch Button 


Destructive Mighty Dragon Fist 


C-£OOC with any Kick Button 


Demon Mighty Sky Cleaver 


Jump, then D OQ O CO with any Punch Button 


Instant Hellish Death Strike 


Low Punch, Low Punch, O (hen High Punch 






Pip* Twirl 


O OO phi my Punch lutt*n and *ny Punch afain 


Sting*' 


OA phi my Kick lutttnand any Kick afabi 


M*c«nd«l Attack 


O O O ptw twy P»««h lottM tad *ny PiMtfe afabi 


MtttnMMrlUld 


Pr m *il Punch luttMt phi* PiMKh afahi 


Riiki|Upp«r Combo 


OCO with any Kick flftowad by any Punch *r Kick 
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TUuMoPritonort 1 OdOOdOwithuvKlakluttM 
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Special Reserve Intemelsite 
e lnlpJlipeei8l.reserve.co.uk 


Look around our vast range ' 
our Special Reserve club shops 

loendgenoilh. Crvsmsloid and 
Imn Hie October. Bristol. 




FINISHED IT? DON'T I.IKE IT? BORED WITH IT? 

THEN SWAP IT FOR A DIFFERENT ONE 

f USING OUR UNIQUE SYSTEM IT IS POSSIBLE TO PLAY 
k UP TO TEN DIFFERENT GAMES FOR THE PRICE OF 
' ONE BOUGHT OFF THE HIGH STREET!!!! 

SWAP 

PRICE INCLUDES: 24 hr DESPATCH ON STOCK ITEMS 
ALL POSTAGE & PACKING 
PERSONAL SERVICE 



PLAYSTATION 
SATURN 
16 BIT 
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AM2. 3D. Two people brawlir .Combine 
all three aspects of this and you have 
Fighting Vipers - the latest dynamic 
project to issue forth from the labs of 
the orld's greatest arcade and Saturn 
developers. This month, we conclude 
our character-specific action on this 

...But 
there's more in the next issue! 
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I PLAYER SELECT 



m Sex :• m Height • Weight 

Speciality Bodily Crash • Stage Arm Stone lawn 



m Stone, no-one knows why he is here and his connection to old 
area of the low remains a mystatv. Even his real name is a secret only known to Sanman himsetT. ha 
has no friends and no known family. Arm Stone residents nave seen Sanman drive a specially convert- 
ed, large scooter around town and have noted lis fixation with the numeral "3". People stay well clear 
□f Sanman owing to his belief that fighting is the only form of expression open to him. Let there be no 
doubt - Sanmisn js one of Lhe dcarHiest oomhataiits in tlie game, with a range of techniques similar tD 
Wolf and Jeffry from Virtua Fighter (in terms of throws at least], Wthough bulky, Sanman is not fal - 
everything you see is muscle, which makes him the premiere heavy hitter in Fighting Vipers when this 
power is combined with his many and varied throwing techniques. 
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Crouch & Slam 



Grab A Throw FoaUida 
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Dash Board 

iildar Tackle 
Dash Air 



(DmD)P 
iDash-P-C 
iDash>P-K-G 
(DaahlK 
iDashiO or ClK 



Lag Through* Hi 
Clinch Kite* 
Air Grab 



OOP+B 

dP 

QP-HI-HJ 

OP-Ht-HJOl 
(Walt)OOK 
(Air >OP •*.-*« 
<Air)OP-*.*G 
IBacklP *C 



Break Defence 4 Attack 



Diving 
Board Stamp 

Triple Stamp 
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Tlmnder gang two years ago. Havtig successful ly led the gang to leadership of Arm Stone City, Mm 
quit after Its actions as leader led to the tragic death of a junior gang number. Now he prefers to think 
of himself as a lone wolf, and possesses the skJIs to beat oft all oomors. Tokio Is currently the favourite 
Viper in Japan, owing to his initial resemblance to Vlrtua Fighter 1 favourite, Lao Chan. Just like Lau he 
is capable of some incredible multiple-hit combinations, although their execution in Fighting Vipers is 
different enough to increase interest in him still further. His kick-guard button combinations can be 
to suit the player and unpredictability here is the key - lie can attack at any level whenever he 
If you liked the combo system ai Vlrtua Fighter 2 ,ToHc takes it to a new plateau of greatness. 
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I Block Blaster 
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Dashing Straight 


(Daih)P 
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Shoulder Tackle 


(Dash)P.G 
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Drop Kick 


IDashX 
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Wall Thru* 


•■hi 


Throw 


1 Arm Cry Ink Slam 


OOP*fl 


Throw 


1 Neck Grab A Threw 


OPH3 


Throw 


1 Rolling Throw 


D op +* h; 


Throw 


1 Clinch Knaa 


IWalllOOK 


Thraw 


I Back Drop 


(Baok)P*fiBaca 
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The Scion - perhaps the m 
artifact ever to exist. Not su 
after it, but only Lara Croft h 
style to actually pocket the t! 
her through some of her Toml 
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ventures. 
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The truth can finally be revealed; Lara Croft is a toff! That's right! Her old 
man is Lord Henshingly Croft, Arch-Toff of Guffaw Manor, or something 
like that. Anyway, after attending finishing school where she majored In 
'The Exploitation of the Poor and How to do it ' she decided she needed a 
break. But where to go? Monaco? The apartment in Vienna? Or maybe just 
knock about in Knightsbridge for a while spending lots of money and sitting in pre- 
tentious cafes? Oh the stress! Oh the agony of choice! 

After a visit to her Personal Psychological Development Manager, she decided to 
take a holiday at a remote ski resort that caters for the toff end of the market. Not 

bit of a disastrous one. On her way back, refreshed by the mountain air and looking 
forward to a life of easy leisure, her plane crashed killing everyone but her lucky self. 
Stumbling out of the wreckage, Lara finds herself isolated in hostile territory- the 
kind of place where they don't accept visa cards and have no respect for the upper 
echelons of British society Caught in this quandary. Lara does the only thing she can 
do and goes native. After a brief period spent drinking muddy water and existing on 
a diet of grubs and maggots, our heroine discovers that she actually quite enjoys liv- 
ing like a poor savage type, and decides to begin an exploration of her mysterious 
surroundings. Over the next few years she learns to forget the chauffeur driven lim- 
ousines and the champagne breakfasts, and diverts her thoughts from shopping by 
taking up archaeology. And being the phenomenally jammy soul she is, she turns out 
to be a dab hand at it, discovering artifacts like the holy grail with a casual abandon. 
Naturally her reputation spreads, and soon she's adventuring for antiquities across 
the globe Her latest mission is commissioned by a mysterious organisation that 
want her to retrieve something known as 'the Scion'. With only a couple of pistols 
and a plumb in the mouth accent to protect her, Lara moves through the leftovers of 
four ancient civilisations, danger awaiting her at every turn. Well, not every turn but 
lots of them all the same. 

This is where you, the plucky player, comes in. There's a vast range of commands 
at your disposal which cause Lara to run. jump, climb, side-step, jump backwards, 
grab ledges, roll, shoot, swim -just about everything really. It's a good Job she's the 
athletic type as well, because there's lots of rough terrain and a motley crew of ene- 
mies out to get her. everything from wolves to crocodiles, giant moles to good ole' 
human beings. There are four worlds in all, each of which is split into levels where 
there are a number of tasks, some of which are puzzle based, some of which require 
extensive exploration, and some where the priority is shooting down your foes. Cut- 
scenes pop up now and then to fill out the plot, and the mystery grows thicker as you 
progress. But just what is the deal with this Scion thing? Hmmm, you'll just have to 
find out for yourself games chums. 

Tomb Raider is reviewed on page 66, 





BACK TO MY PLACE? 

Because Lara is one of those high maintenance characters, getting used to 
the moves available can take a bit of time. Fortunately, you get the chance 
to practice your skills when Lata invites you back to her mansion to hone 
some of her skills. This involves moving from room to room, practising your 
jumps and rolls with the help of vaults and mats, and then taking a quick 
dip in the swimming pool. As you move about the place. Lara gives instruc- 
tions which tell you precisely how to execute a move perfectly. If your play- 
ing is a bit rusty it's always worth popping to this practice mode to get you 
back on form. 
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PLAY IT AGAIN GORE 



They're a shrewd bunch at Core. Maybe it's something about the Derbyshii 
air. Or maybe they just know their games. You see, they realise that with a 
game like Tomb Raider, gamers would be inclined to leave it on the shelf 
once they finish it (no easy task in itself). So when you do finally get 
through all those puzzles, enemies and levels, the game gives you the 
option to play in Action mode. This basically does away with the puzzle 
stuff and turns the game into a full-on shoot 'em up. The enemies even 
regenerate meaning you can practically play it endlessly! Nice one Core. 
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Just to whet your appetite, heie's a taster of what you can expect 
from some of the levels In Tomb Raider. Obviously things get 
tougher as you move through the game. We'll only show you 

le snippets from the first two worlds because we don't 
want to spoil the whole game for you. We begin in Peru... 

WORLD 1: VILCABAMBA 

Travelling among the snowy Andes mountain tops, Laia finds herself 
at the gates of a lost mean city known as Vilcabamba, contained 
in the mountain itself. The FMV intro piece shows Lara's guide getting 
attacked and killed by wolves as the giant doors open, so you know 
there's going to be a few of these knocking about. 
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STRANGER IN SIGHT 

Your enemies are not only lions, wolves, bats and other members of the ani- 
mal kingdom, but also human beings in all their bipedal finery. There are a 
number of suspicious types you're likely to come across. In the coliseum, 
the mysterious Pierre Dudont turns up, and in the valley where dinosaurs 
lurk, Larson - the bloke who originally commissioned you - pops up to blow 
you away and steal the piece of the Scion from your corpse. Can't trust any- 
body can you eh? 
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SSM What were youi first thoughts when confronted with the 

task of converting Fighting Vipers? 

HE In the arcade version you were able 

smash the walls Everybody really 

enjoyed that. For the Saturn as well 

we wanted to convert this perfectly so 

that Saturn users also could enjoy the 

great feeling of breaking the armour 

and walls. 




SSM Flea 



tellu 



uncanny shadowing and 
■hiding effects. The visual 
look It absolutely amazing! 




.:.,:/ 



SEGA SATURN MAGAZINE would like to thank Sega 
of Japan amd Hirnshl Kataoki (above) of AM! for 
their time and CDorteiy. 




about the 
team converting Fighting Vipers? 

HK The main part of the team 
same as the Saturn Virtua Fighter i 
team In addition, there were a few 
members from the original Fighting 
Vipers arcade team. Altogether there 
were around 15 people in total. 

KM What was the first development 
work you did on the conversion? 
HK Converting the Virtua Fighter 2 
program was first, however, in Virtua 
Fighter 2 there are no walls so creat- 
ing the walls and fences was where 
we started. On the Saturn, creating those big walls was one of the 

difficult parts of the programming so in order to get that out 

ne way we started on this first. 

SSM Was creating the walls the longest part 
" ' ^^^— of the conversion process? 

1 HK No, not really. Rather, as it was neces- 
sary for us to develop a lot of very 
idvanced programming techniques and the 
designers also had various ideas they want- 
ed to try and do so this was the most time 
consuming. 



SSM What were the main difficulties you faced ii 

Fighting Vipers to the Saturn? 

: Because Fighting Vipers has walls, unlike Virtua Fighter 2, 
■re are a lot more polygons being used. Furthermore, each 
ime the armour is smashed lots of broken pieces are sent 
flying so that also uses many polygons No matte: what we 
re have to use lots of polygons and that's really hard to 



re complicated we r 
■ Virtua Fighter 1? 
ise when producing 



SSM How much 

Fighting Vipers 

ions did this 

of the ga 

HK The biggest difference is that the characters in 
Fighting Vipers have various types of armour attached 
to them. In Virtua Fighter 2 they're only wearing ordi- 
nary clothes made of cloth but with the armour 

re's an incredible amount of minute detail includ- 

whlch adds a kind of mechanical feeling to it 

Trying to make that kind of detail look good on a 

domestic TV took us a lot of trouble Other 



the light hits a place it's illuminated and where it 

the shade. This kind of shading isn't in 
but it's used in Fighting Vipers This effect looks 
great but from the programming side it's 
extremely hard to do. 

SSM How long did it take you to develop this? 
HE About half of the total development time was 
spent experimenting with this. 

SSM The inclusion of the walls and fences in 

Fighting Vipers was obviously essential in 
bringing the game to Saturn. What difficulties 
did this present you? 
HE As you'd expect a large number of polygons is 

essential but their aiea size is also important. 
When a large polygon appears on the screen then 
drawing it is difficult If you display a big wall 
completely, no matter what you do. when the 
camera pulls back the character becomes too 
small so you can't draw that many big polygons 
Correctly preserving the force of the character's 
size while drawing these huge walls is really dif- 
ficult. If the characters were displayed really 
small then drawing the walls would be quite 
simple. But, when they're big it's much harder. 

MM What difficulties did the interaction between the fighters 
and the wall bring out? 

HE It's essential that the way the characters bounce off the walls 
is recieated identically to the arcade Fighting Vipers. The reason 
why is that the players want to be able to use the techniques of 
being able to throw their opponent against a wall and have them 
bounce back in exactly the same way as the arcade technique 
would Because of this we had to recreate it precisely. This point of 
a technique's identical use is essential to making the Saturn ver- 
sion seem identical to the arcade version and it takes a lot of work 
to accomplish. 

SSM How smooth was the process of bringing the Fighting 
Vipers characters from the arcade to the Saturn? Did any of the 
Vipers cause any particular difficulties? 
HE It was very hard. The characters detail is extremely minute 
and complex To make this detail stand out was very tough. 
Amongst the characters. Candy was particularly difficult. She has a 
very cute face If her face doesn't look exactly the same it won't 
look cute It took us along time to get her face just right. 

SSM Obviously, converting Virtua Fighter 1 must have helped 
AM J in bringing Fighting Vipers to Saturn. What kind of help 
was this? 

HE If you're talking about to what degree Virtua Fighter 2 was 
used as a reference, then the arcade Fighting Vipers also is very 
similar to the arcade Virtua Fighter 2 Virtua Fighter 2 was used as 
the basis for Fighting Vipers so the programs are extremely close. 
The original programs are similar to the degree where you could 
almost say that if Virtua Fighter 2 hadn't already been done then 
we couldn't have created Fighting Vipers. The fundamental sec- 
tions are the same. Rather than being helpful, the most necessary 
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SSM The speed of the action in Fighting vipers is a lot quicker 
than in Vfi. What difficulties did this cause? 
HX From the coding point of view, for example, in Fighting Vipers 
there are a lot of very fast punches The collision detection for 
whether a punch hits or not is extremely complex indeed. It was 
necessary for us to create new collision detection routines for 
Fighting Vipers. 

S(M Virtua Fighter i used the Saturn's high- resolution mode 

throughout, whilst Vipers uses it more sparingly Why was this? 
HX In order to create the surface of the wall; 
do, creating a vast number of polygons is essential 
reduced the resolution a little. This was one rea- 
son, one more reason was for the shading of the 
polygons. In the case of the Saturn, if you use a 
lower resolution, the shading control of light and 
dark can be used. 

SSM The balance between the screen resolution 
and the number of polygons is always a factor. 
When did you decide that it wasn't possible to 
have Fighting Vipers in high resolution? 

HK That was decided at the very beginning of 
development We decided that this time we 
wouldn't use the high-res mode and instead have 
lots of polygons and use shading instead. 

SSM How long did it take to complete your 
work on Fighting Vipers? Did you finish ahead 
of schedule or on time? 

HX It took about eight months 
Generally speaking we finished 

according to schedule. 



SSM What about the panda? 
UK (laugh :• The team thought it would be 
esting so they put it in for boththeir 
the users' enjoyment 

SSM How long did programming in all of 

these extias take? 

HK It was around the final month. 

SSM How important do you view these 

extras in the context of the overall project? 

HK As for me, I originally intended it for the 
s enjoyment It's already on sale in laps 
; playing with it presently Th( 
saying that it's really great fun. so now I have the feeling 

that it was more important than 
I first imagined. Everyone's 
delighted with these 



help you decide 
going to add? 

HK Yes, a fair number of 

really useful. On top of 
that, with regard to the arcade 
Fighting Vipers there 
number of star players. We 
talked directly to them and 
listened to their various com- 

5 was also a good reference 



SSM What wi 

amongst the 



™ling like 
n team dur- 
,g those final weeks? 

HK I think we all wanted to return 
home as soon as possible and relax, 
The final two to three weeks were 
honestly very difficult 

SSM Now that Fighting Vipers is 

complete, what is your opinion on 

the finished game? 

HX It's an arcade 

with regards to tr 

sion various original features have been included For example, the 

training mode, playback mode etcetera. I feel it was really great 

that we were able to put so many of these original consumer 

SSM Which aspect of the game are you most proud of, and why? 
HK It's something we talked about at the beginning but when you 
break someone's armour it's a great feeling. I'm really happy that 
we could convert this over perfectly to the Satum version Being 
able to represent the breaking of the armour and walls to the 
same degree as the arcade version is the thing I'm most proud of 

SSM Finding the hidden options and secrets has become some- 
thing of a tradition in AM] titles. How did you decide what to 
include in Fighting Vipers? 

HX As for me. 1 originally intended it for both the team's and the 
users' enjoyment It's already on sale in Japan and the users are 
playing with it presently. The users are saying it's really great fun, 
so now 1 have the feeling that it's more important than I first 
imagined. Everyone's delighted with these extras 





SSM In ti 



of hidden characters, 
you seem to have concentrated on 
Candy's wardrobe quite he airily 1 Why 
was this? 

HK The voice of the users. Candy is a 
very popular character so this was in 
response to her popularity. 

SSM Please tell us a little about the 

if the bear. 
HX The bear was originally from the 
background of the Old Western Town 
stage. It was standing at the back of 
the stage It's a popular mascot char- 
for Fighting Vipers. 

BM and Mahler seem to be very 
tat are the differ- 
ences between the two characters? 
JM is the boss character. He's tremendously strong so when- 
a player is versus another player, the player who uses BM 
•s excessively powerful The balance isn't very good. In 
order to get the balance right for the Saturn player vs player mode 
we reduced the specification of BM and created Mahler. 

SSM Now that Fighting Vipers is available to buy in Japan, can 
you tell us a little about the reaction you have had to the game 
from the press and the users? 

HK Fighting Vipers was originally an arcade game however, due to 
the extra features such as the bear. Hyper Mode and Training 
Mode etcetera everyone has said that it's really fun to play. It 
seems that these points are really enjoyable for everyone. 



BM I above J it trie, rim I BOM 
in Fighting Vipers. The play- 
Br-cont rolled Mihlar it 
slightly weaker bit ■ chut 
cm access the original, 
stronger version too! 




Tilt re bo unci effects from the 
fences and the walls were the 
most difficult to 
replicate from tli 



SSM Do you have . 



ssage for your f 






; been to America several times and met players but I 
haven't yet had the chance to meet any European game players. If 
there are any opinions from users who've played Fighting Vipers 
and enjoyed it. I'd certainly like to hear them. By all means. I'd real- 
ly enjoy receiving their letters. 
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made it twice! 




Don't say Sega ne ver do anything for 
you -after pressure from Daytona 
fans they've yielded and asked the 
maestros behind Saturn Sega Rally to 

+ revamp the whole stock car concept. 

I We take a good hard look at the 

I (almost) finished result.- 
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AMAZING NEW TRACKS A-GO-GO!!! 

Probably the element of Daytona Circuit of most interest to owners of ol 
fangled Daytona are the new circuits themselves There are two on offer 
known as National Park Speedway and Desert Highway. They're both 
tougher than the old tracks served up by primitive Daytona USA. Here's 
brief guide to the pair of them. 



TIME WON'T GIVE YOU TIME 

If you really take your racing games seriously, you'll be pleased with some 
of the minor features offered by Daytona CCE. Along with the usual rash of 
replays and ghost modes and so on. you're able to keep yourself informed of 
how your current performance is going while you race. The Time 
Comparison option tells you how fast your lap is and how it compares to the 
fastest times achieved on that stretch, allowing you to work out where your 
weakest racing areas are. Or make your little brother feel bad when he sees 
your times, depending. 




A leafy green expanse, as you'd expect from a national park. It's got plenty of 
wide-open looking spaces which contrast with the often tight 
on the surface not dissimilar to the green bits of the existing Galaxy Sea 
Street track. But it's trickier Note the Ferris Wheel and Rollercoaster. Since 
we saw the game last month the CS conversion team have added 
rollercoaster carts to zoom around when you drive past. 




DESERT HIGHWAY 

Looking totally unlike any existing Daytona level. Desert Speedway starts 
you off near a strip of tumbledown-looking shanty shops in the middle of a 
scorching stretch of sand. From here it's an uphill sprint, taking in some gor- 
geous sights along the way - such as the hot air balloon which rises into 
view over the edge of a mountain road. Also look out for the train that 
shoots into the mountainside tunnel in a manner of which Freud would no 
doubt be compelled to comment upon. This is one of the best-looking levels 
going, even if it is a bit on the yellow side. 
Expect more shots of the finished article in the very next issue! 



SPOOKY GHOST MODE! 

Ghosts, as any paranormal researcher will tell 
you, come in all sorts of shapes and sizes. 
Now you might think "What the jiggins has 
this got to do with Daytona? Get on with it 
already, you fink", but this does have some 
relevance. You see. Daytona had a Ghost 
Car mode, which allows you to "race" 
against the spirit of the best lap time. Like ir 
Rally, Daytona CCE offers six different types 
of ghost car, depending on how you'd like it 
to look. It could look like a normal solid car, or 
a shadow of an automobile, or a flashing-type 
graphic. Pick the one which you think'll be the 
distracting for you, that's our tip We're noted for 




Yes, the shadows are hitter in this versil 
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CHOOSE YOUR FAVOURITE GAR! 



"I wanna flyyyy sky hiiiigh, □ 
bly bloke on the old Daytona 
of transport on offer. Well, no 
been completely correct. This 
slightly more difficult to fit ir 
players 



n a hooorse 01 in a caaar". Thus sang the war- 
ioundtrack, informing players as to the choices 
t quite. But had he done, the lyrics would have 
time round, the vehicle selections would be 
ito a rhythm. That's because all-new Daytona 
. of EIGHT different cars. Weirdly, not a single 
one of them is the original red 'n' blue Hornet (although there is actually a 
car called the Hornet in there, oddly enough). Instead they're all sexy 
revamped motors, each with theii own abilities and handling personality. 
Along with an individualised bodywork job, too. Some cars are better suited 
to some tracks and play styles than others, and even once you know the 
parameters of each vehicle you'll still have to experiment before finding the 
right one for yourself. We're not totally sure what they're all like yet, 
because the nuances of the control method have yet to be sorted out com- 
plete. But rest assured we'll give you the full low-down before you get your 
hands on the game. So that'll be next month then. 




ROUND AND ROUND SHE GOES 

We all know that the real skill in racing games lies in maintaining a top 
speed over a number of laps, not just scoring one particularly speedy t 
in a race. Daytona Circuit Edition offers players three levels of lap intensity 
for players to test their mettle on. Weedy players should start off on normal 
•., which offers a fairly small lap count, differing depending on the track 
chosen. More skillful types with more time on their hands should opt for GP 
mode, where the number of laps required per race hangs around the 
twenty mark (or around 2.5 times the normal mode number). 
Gluttons for punishment, though, should head straight for 
Endurance mode, which asks the impossible - about a 
thousand million laps per race. Well, about ten t 

mode amount, anyway. Which is still 
of laps for each 
mode is still subject to change, 

things may not 




MIGHTY SPLIT-SCREEN MODE UNVEILED! 

One of the most exciting developments in the new Daytona is the addition 
of a split-screen two-player mode. Those knockers who said it couldn't be 
done were already force-fed their words by Rally. Daytona compounds this 
V-flicking by being even better than Rally in terms of graphical aceness. 
Whilst it's necessary to lose a certain level of detail to get the split-screen 
action running at the right speed, the beauteous colours of Daytona remain 
intact. At the moment the clipping is a little intrusive, and work has to be 
done on shrinking the speedo which currently impinges on the players' 
view of the horizon. Apart from that, though, it's cool All the tracks and cars 
are fully playable in head-to-head mode, along with lovely extras such as 
the time comparison which tell you how badly you're losing. Definitely 
worth the price of the new game alone. 
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_ I got into Sega. All those 

where you can just blow everyone up! It's great! I can't wait for EA's America Strike, when I can destroy the White House! If I can't godds 
have it NO-ONE CAN! AHAHAHAHAHAAAA! Ahem. Anyway, hope you like the following games reviews, gamesniks. Catch ya in thirty, homies, Ricky Nixon. 
RS.Ne-— — " " 



STREET FIGHTER ALPHA 2 
WORLD SERIES BASEBALL 



EARTHWORM JIM 2 
IMPACT RACING 
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Capcom were always going to have to try very 
hard to screw up this conversion. So we 
know it'll probably be fantastic. But just 
how fantastic? Well read on, true believers, 
and you'll find out. ^. 





f the Street Fighter mythos is to be 
believed, Street Fighter Alpha was jet 
in between the first Street Fighter 
games and it's massively more suc- 
cessful sequel. Which makes it Street 
Fighter 1.5, in decimal terms. So that 
means that Alpha 1, the sequel to the sequel of the 
prequel, must actually be Street Fighter 1.7s (or Street 
Fighter 1 and two-thirds if you're an oldster). How 
long will we have to wait until Street Fighter - The 
Thursday Before Street Fighter 1 Edition Turbo? Well, 
actually, probably forever, because Capcom have said 
they're not making any more Alpha games. Although 
we've heard that sort of line before. Many times. 

This is because Street Fighter is one of 
the longest- running and probably the 
most enduring series of games i 
history-and not \ 

all. the title res por 
introducing combos to 
beat 'em ups, without 
which the genre would 
not exist as we know it. 
Since this initial discovery 
the rocket scientists of 
Capcom have tinkered day 
and night updating and 
improving their little baby. 

Alpha a, the latest fruit of 
their intensive eight-year labour, is 
doubtless the version most geared towards SF 
experts It features way more moves than its prede- 
cessors, and not merely in the quantity of special 
attacks available to each character Along with the 
familiar standard and special attacks. 
Zero Counters, which allow you to re\ 



attacks if you're quick enough. 
Super Combos - Max Meal ver 
specials which are unblockable 01 
they make contact and are 
capable of inflicting serious dam> 
age 








The graphics also receive 
overhaul with Alpha, takin] 
a more anime-style style w 
phasis on proportional exaggera- 

; previous psuedo-realism 
ng Or whatever Anyway, it looks 
lly really nice, it's very colourful indeed, thi 
ikdrops are smart and all the fighters look 
like grotesque pre-Christian Creek 
mythological sculptures. Which 
was probably the idea all 
1 long. 

The other idea, obvi- 
ously, was to come out with a beat 
'em up to rival Capcom 5 own big 
contenders, the X-Men and 
Darkstalkers. as well as moving 
beyond the prequel. This has been 
accomplished perfectly. Home Alpha 2 
is big on home improvement- there 
'etwo excellent conversion -only play 
options to extend the longevity of play. The 
first, Survival Mode, is an excellent challenge 
(the player has only one energy bar to play through 
the whole game with) The second, Training Mode, is a 
great idea considering the level of complexity beat 
'em ups have attained. If you're shaky on how to per- 
form the various hand-torturing combos and counters 
Training gives you infinite time and a non-aggressive 
dummy opponent to practice on. 



Newcomers to this Street fight- 
ing thing would be advised to start 
re. and head into the main game 
ce they've attained a degree of mas- 
tery over the controls. There's a lot more 
to Alpha than just wading in and press- 
ing all the buttons in the hope you'll win. 
Established SF masters, on the other hand. 
are in for a treat. 

The mechanics of Street Fighter 
Alpha offer almost limitless scope for 

\ developing combos, playing out old 
favourites and inventing new ones of 
I your own. There's a whole ruck of new 
\ characters (most of which, disappoint- 
j ingly, are culled from Street Fighter 2) 
to get to grips with, too. And, in the 

?true manner of every SF game, 
\ Capcom have listened to the players 
:: [the real experts) and evened out the 
advantages betwixt the various char- 
acters slightly. 

The result is a product polished to the point of 
perfection. Whilst it's easy to get into and accessible it 
also features unparalleled depth which ensures it'll 
stay at the front of your collection for some time to 
come. Of course, as with all fighting titles it's LOADS 
better with two human players. I fact, we advise you 
buy a real opponent if you haven't already got one 
just so's you can get the most out of Alpha 2. Maybe 
not an essential purchase if you're a fairweather sup- 
porter of the genre and you already own the first 
Alpha, but anyone with more than the merest inkling 
for the series will love this, it's fast, tricky, addictive 
and just generally all-rc 
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Akiima is kind of 
| like Ryu... Only far 
tougher with a Tew 
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HSPORTS SIMULATION 
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It's a game that people in Blighty don't tend to give much cre- 
dence, but that, like American football, seems to have cut a bit of 
a niche for itself on the console. World Series Baseball was quite 
a success when ft was released, and this sequel looks like main- 
taining the standard. 




t's irony indeed that America's natior 
al sport involves neither the testos- 
terone fuelled aggression of America 
football, nor the theatric high jinx of 
t skills and techniques 
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, in this country, are 
expressed 

despite what any cod 
they hide this fact by 
rules and statistics but it's still about * 
with a bat and running for bases. 

With baseball sims there's almost 
sense of aloof disinterest, something* 
makes It pretty tough for- them - what 
er the quality- to sell well in Britain. 
World Series baseball 
such odds when it appeal 
year ago, and to it 
aged to draw you in, no matter 



bases depending on how got 
he is. When any player make 
the team is awarded a point 
Despite the fact that all 
the game anyway. World Serii 
manages to convey the rules 
area bit lost at the outset Li k 
series, the enjoyment of playing 
the rules almost instinctively, an 
you're organising some of the m 
like changing field positions, goi 
selecting pitchers to match left < 



That's good ale' Frank Thomas heading for first base. As you 
may be aware, he's got hit owe baseball game, Big Hurt 
Baseball, that isn't quite up to scratch. 



Baseball 2 effectively 
those who, like myself. 



t 



ie forgrvi 



it your; 



itself. Thi 

engendered a sequel and here it 
looking much like its predecessor 
pretty fine 



Behind the i 



:eofst 



:su \ * WW* 

here ft Is ^L ^* 

iecessor but ^^^^t 

stats, the rules of ■ J exta 

e simple. A player moves makes its* 

e pitcher on the mound. He World Ser 



;for a steal or 
right-handed bat- 

torld Series Baseball 
2 is rather shallow At first, hitting 
the ball seems a matter of luck 

easytoget curve on the ball, pitch- 
ing feels likewise, a bit uncontrol- 




e.Mor 



anything this 



sball are actually quite 

;o the plate to face the pitchei 

three attempts to hit the ball and if he can't man 
:n three players are out (either 
through strikes, being caught Or run out) the inning i 
over and the teams swap places. If a player manages 



imiliarising yourself with the sub- 
ties involved in the gameplay. and 
you begin to master the game, the 
o which players and teams vary 
itself more apparent. 
Id Series Baseball 2 features all of the teams 
ve got hundreds of players 
igeofqualityornot 
depending on who you pick There's a variety of g. 
options from exhibition through to league, 
the chance to get some batting practice by playing a 



home run derby 

With all these positive comments in mind. I sup- 
pose I should add the obligatory warning at this point, 
the warning being the somewhat limited appeal a 
baseball Sim is likely to have among the firm ly footy 
orientated British public. If you have harrowing mem- 
ories of rounders or hate with a passion those people 
who put on American airs to play softbatl in the park. I 
suggest you stay clear of World Series Baseball 2 As 
for everyone else, it'll sit comfortably next to your 
nglo-centric sports sims. 





0-3. Yet, quite. 0-3 in 
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\ After seemingly years in development Tomb Raider is 
4 V finally ready for release. And doesn't it just look 
V ^y lovely. It looks like, for once, it's 
worth the wait. That logo 

to the right seems to confirm it. 



of urgency to the 
phere which could quite easily have been a 
little too slack given the explorativi 
of the events. Luckily this isn't the only plu; 




ally sealed off by locked doors or 
: and you've got find the 
correct key /lever /object to open it 
(or whatever). Along your travels 



path to victory 
After this the challenge level of the problems starts a 
steep ascendancy towards "Very Very Hard Indeed". 
I hat's where m\ second citn: ■:--" cynics in Toi-b 
Raider's control method requires pixel-perfect coordi- 
nation and that coupled with the lag between a but- 
ton press and the appropriate action being carried 
out can be extremely (no, EXTREMELY} frustrating in 
some situations. Basically. Tomb Raider isn't the sort 
□f game you can't bung on for a quick ten minute 
blast on. Core reckon that there's a hundred hours of 
gameplay required to complete Tomb Raider, and we 
can see no reason to disagree with them. Although. 
of course, about thirty of those hours will be spent 
wandering around fruitlessly and hurting your head 
trying to work out what to do next The addition of 
the Action Mode once the game has been completed 
adds still further to the lifespan of the title. 

My only real complaint about Tomb Raider is 
that it feels somehow unassuming in its atmosphere, 
it's a great game with superb graphics and has obvi- 
ously taken a shedload of thought and work (and 
cash] to produce, but for some reason it doesn't feel 
as flashy as, say. NiCHTS or any of its other big-bud- 
get peers. Not that that's much of a problem, really If 
you're looking for a game to keep you inside while the 
weather's crap. Tomb Raider is the perfect companion 
It's a lengthy challenge, a lot of hoots and one of the 
es from this country so far this year. 
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Once upon a time, there was a worm called Jim 
a robot power suit. He didn't do a lot, really. Just 
saved a princess a couple of times before retiring 
rich. Now his ancient adventures are available for your 
Saturn. Obviously Virgin are cashing in on retro-games fever. 




worm Jim, you may remember, 
i that funny games character 
I invented by Shiny Entertainment. This 
« before he went on to star in his car- 
toon series, range of action figures, 
lunchboxes, pyjamas etc etc etc. Well 
now he's BACK, gamesniks, and this time he's in a 
game again. Of course, we shouldn't mock Shiny for 
the proliferative nature of Earthworm. For starters, 
they're probably rich enough to buy our magazine 
and sack the lot of us. Plus, of course, they had to find 

only Shiny character to make it to games shelves. If 
you want to persuade someone to buy your develop- 
ment house for a hundred billion thousand dollars 
you've got to have some incentive, I suppose, and 
two platform games might not be enough. 

Or perhaps they are Because for reasons best 
known to themselves (but probably involving cash), 
Shiny have chosen to debut Earthworm on 32-BIT in a 
straight conversion of his second Megadrive adven- 
ture. Admittedly it's not the most backward of plat- 
form games Earthworm is famous for trie variety 
inherent in his titles. Various levels see you digging, 
flying. Stannah-ing and pig lifting along with the 
usual gamut of running, jumping and shooting. 
However, in any sense other than o 
releasing a year-old Megadrive garr 




without b 


ing corking 


And there 


s much to 


comment 


the title for 


Most obv 


Duslylthasa 


genuinely 


amusing 


sense of h 




of the forced "wackiness" 


common 


i much of the 


genre-Th 


mostly 


depends u 


pon items and 




game too, as opposed to intrusive and frustrating 
fau«-samples or "hilarious" intermissions (although 
it's got those too) Japery aside, Earthworm also 
impresses with its polished presentation, which 
guides you through the game slickly -filling in load- 
ing gaps, making the screen look nice and smart and 
generally adding an air of trustworthy professional- 
ism to the play experience. And, of course, there's the 
general spiffing level of imagination put into the 
game design. Which is what really garnered all the 
plaudits upon Earthworm's first release. 

Sadly for Shiny, though, things have moved on 

stakes of what's considered good. And EWJ doesn't 
compare so favourably with its new peers. Previously a 
big fish in a small computer pond. Jim has trouble 
looking quite so groovy when he's up against a new 
breed of massively inventive and cleverly programmed 
competitors. 



In fact, the biggest thing Jim has 
going for him here is that platform 
games on the Saturn are very scarce 
Sure, it's a reasonably playable game. 
but if only to maintain their cutting- 
edge reputation you'd think Shiny 

would have at least had a bash at 

5 .■> instiling new for the flagship con- 
soles. The graphics look tiny, the con- 
trols feel overlight and the music 
sounds like the Miami Vice cops jam- 
ming with The Power Station - all wrddly guitars and 

Most hardcore platform fans will probably 
already have played this on their last machine. Given 
that, anyone whose first console is the Saturn proba- 
bly won't know what a platform game is Obviously. 
those fans that haven't seen this before will find some 
relief from the runny jumpy drought in Earthworm's 
charms. The majority of players, though, will doubt- 
less remain somewhat unimpressed. I'm sure if Shiny 
bothered coming up with some new ideas for the 
Saturn spin-off I'd be dancing a jig of joy, screaming 
Earthworm Jim's praises in the street like some kind of 
possessed Christian lunatic Sadly, though, despite my 
deep and abiding affection for the character and his 
funny cartoon on the telly. I can't recommend this 
game to anyone but the most die-hard enthusiasts 

RAD ^^ 




I his stage ha 


some excellent little touches to 


th is Is just a picture of Jim shoo 


it. Sheafs of p 


a per flutter around Jimmy's 


the bum. But don't worry, reader 


feel Bverywha 


e he runs, scattering like cou- 


hurting it. It's only pretend, you 


fattl. lovely. 




a game. Called Earthworm Jim I 
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I LOVE THE PRETTY ANIMALS 



Ani 



Earthworm Jim ; contains many of our farmyard 
friends in their natural states. Pigs in stys, cows 
being abducted by UFOs, more pigs flying. Well, 
perhaps this isn't totally natural But at least 
they're not running around wearing robot space 
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Impact Racing seems to have appeared out of nowhere, 
although it's already gained a good deal of respect on the 
PlayStation. With its novel take on the racing genre, and plenty 
of blast 'em up action, it looks like getting the same treatment 
on the Saturn as well. 




Iiaffic.lt's the funda- 
mental problem of trav- 
elling by automobile 
these days. But just how 
do you solve the grid- 
lock? Well, I've got this 
plan which could have the dilemma 
resolved within weeks. Forget public 
transport, forget bicycling, forget work- 
ing from home rather than commuting. 
What every car need! is a range of turret 
guns, missiles and other weaponry to 
deal with the frustrations of modern 
motoring. Did that guy just cut you up? 
Then pepper his tar with machine gun 
fire! Is that old couple in the Allegro dri- 
ving too slowly? Time to make use of your Halford mis 
sile add-ons! Is the bloke in the Escort right on your 
bumper? Simply release a fire wall and watch him 
burn! Vou'd have the streets empty in weeks I tell you. 
I can't really take full credit for this innovation. It 
was. after all, inspired by playing Impact Racing, JVC's 

of nowhere, so I'll start by explaining what it's all aboul 
Players choose from five cars (varying in speed, grip, 
armour and weight) and then take to the race circuits. 
Each race consists of four laps, every lap having a time 
limit. If you fail to complete the lap before thi 







leofth 



there 



pick-ups onthe track which extend your time, as well as 
pick-ups Which improve your front and rear armour. But 
what's the 'Impact' all about then? Specifically it points 
to the other main concern of the game which is to 
destroy other vehicles as you go round the 
Provided you destroy enough cars, you'll get the oppoi 
(unity lo upgrade your weapons in a bonus level. 



very real differences between the two. To 

begin with, Impact Racing looks more 
iporary than futuristic (although 



;youzt 
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space highway) and rather than using 
weapons to slow the progress of other 
vehicles you're actually out to destroy 
them. In terms of graphics I'd say the 
two are pretty much on a par. Impact 
Racing features some brilliant light 
sourcing and the explosions actually 
look considerably better than what you'll 
see on WipEout. Both the speed and ani- 
mation in Impact Racing are very 
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n Impact 



he map at the top right of the sc 
w where the other drivers are so 
or three. Some of the weapons . 



flames blazing along 
increasing in power a 



a variety of lasers 
ike your way through 
iles to play 



One criticism I will make of Impact Racing is the 
lack of variation in the race circuits. Strictly speaking 
there are only four of them, the later circuits simply 
being versions of the same courses except at nighttime 
or thrown under a different spectrum of colours. 
Nevertheless, this doesn't prevent Impact Racing from 
proving itself pretty entertaining stuff and anyone 

a thing for racing games In their myriad guis- 
;s wouldn't be disappointed. 





This Is one of the bonus levels. If you destroy the right number of cars within the timi 
le for your car ii assured. And don't let the eyes on the walls scare you okP 
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EARTHWORM JIM 2 

Is paused. The letters D and U refer to Down ai 
Up. while L and R refer to the Left and Right dii 

100X health L, A, Z, Y, D, A, V, D 
Nine lives Y, A, R, D. D. A, L, R 
ima gun C. A. R, H, 0, D, U, L 
Triple gun D, A, U, B. R, R, C, R 



lere are the level passcodes. 

Gun, Energy, Blue Gun. Sandwich, Can 

Bubblegun, Sandwich, Sandwich, Bubblegun, Energy 

Triple Gun, Gun, Missile Gun, Triple Gun, Blue Gun 

Energy, Bubblegun, Bullet, Can, Jim 

Bullet, Sandwich, Gun, Jim, Cun 

Missile Gun, Blue Gun, Bubblegun, Bullet, Sandwlc 

Blue Gun, Can, Bullet, Missile, Jim 

Bullet, Gun, Missile Gun, Bullet, Jim 

Sandwich, Gun, Jim, Blue Gun, Blue Gun 

Triple Gun, Bullet, Bubblegun, Energy, Bubblegun 

Missile Gun, Energy, Bullet, Energy, Energy 





NIGHT WARRIORS 






If. for old time's sake, you want to play Darkstalkers (the prequel to Night 
Warriors], use this cheat: Co to the options screen and highlight the Config Sel 
option. Now press B, X, Down, A, V quickly, and you'll hear a noise The new opt 
should appear at the bottom of the screen. 



To be able to bump the speed up massively, go to the option: 
the Turbo option. Now press X, X. Right, A, Z quickly (just like 
move in SF Alpha] to be able to move the number of turbo si 



To have a perfectly clear screen when you pause the game, rather than have 
dim, use this cheat: Goto the options menu and highlight Screen Si;e. Now 
press A, C, Y, Y, Up 



X+B together to pick a different ct 
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Exhumed reallyV is seriously, seriously, brilliant. In fact we'd go so far as to say 
it's the best single-player 3D blaster we've ever experienced (and that includes 
Quake!). It's also bloody difficult Which is why Daniel Jevons, the Master's pro- 
tege, is at hand to sort things out Bow before his power! 
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I The gap between the Sega Saturn and the latest arcade hits makes Coin-Operated even more essential than ever 
before, hence the temporary increase in size this issue! When you see the games we've got, you'll see why... 




Iho's hardest, the X-Men or the Street 
Fighters? It's the question that's dhrid 
ing playgrounds the world over. 
Except in France, wheie they're all probably 
still arguing about Tintin and Asterix, Anyway 
the answer is - the X-Men. Of course they're the hardest. 
They've got all those super powers and abilities far beyond 
those of mortal men. All the Street Fighters can do is hit each 
other. Frankly, in a fisticuffs situation, given the choice 
between a Dragon Punch and eyes that fire Optic 
Blasts capable of shattering giant asteroids I 
know which one I'd pick. So there you go. The X-Men an 
hardest. By loads. So there's no need for any of this com[ 
tion between the groups. It'll only end in tears for 
Capcom's finest. 

So instead of exploring the antagonistic aspects of 
X-Men Versus Street Fighter, let's look upon this as a great 
meeting of heroes. Two forces bound by their consciences y 
to save he world from a fate worse than death. Well, actu- 
ally, a fate that is death - Apocalypse, the eternal bringer 
of doom. And, note, a Marvel character, because there isn't a SF dude hard enough 





theboss. Which just goes to prove the X-Men are hardest. But being the 

mutant souls that they are. the Uncanny X-Men are 
to share centre-stage with the weedy pretenders 
from everyone's favourite beat 'em up series. 

This is the result. A one-on-one beat em up from the 
stable of all fighting thoroughbreds. Thinking about it, 
Capcom are on to a total winner here. They're marrying 
the fighters that captured the hearts of agam- 
the ultra-popular comics characters 
they immortalised similarly in the games commu- 
ity. Plus they're bringing together two of the best 
loved combat game styles - the technical clever- 
ness of SF with the effects- laden pyrotechnics of 
X-Men: Children of the Atom. All they need is for 
Itan Lee himself to provide running commentary 
nd we'd explode with happiness. Perhaps luckily 
lend his gravelly New York vocal chords to 
So we won't be exploding We will, on the other hand, still be 
this excellent surprise development in games history. What 
Megaman? The Avengers vs The Darkstalkers? Or perhaps Five 



rtists can be friends, that is 
i inherent in X-Men vs SF. To illustrate 
this point, each player controls not one but two 
different characters, each with their own energy 
bar. Not at the same time, obviously, but in a tag- 
team stylee. This doesn't just mean one character 
leaping on screen after the demise of the first 
(although that happens too). It's a tactical thing, 
see. Say your first fighter is floored or dizzied by a 
top-notch combo - hitting a fireball and two 
Fierce attacks will swap them over for your second 
combatant, who'll be ready to rock. Indeed, they'll 
appear on-screen rocking, flying into the arena 
with an attack. After this they'll pause and pose 
for a couple of seconds, which leaves them vulner- 
able. Clever players can even work this swapping 
into a combo! Yet another example of Capcom 
improving the concepts in their fighting games. 





Juggernaut and Wolverine team-up on pour old Dhalsim 
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SEGA SATURN MAGAZINE would like to thank Ryan and Die Hard 
Game Fan for all his efforts In getting us these pictures. 
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THE STREET FIGHTERS 




Ryu returns to the fray. Just for the fun of it. 
usual. This time he's get a Cyclops-style 
ball attack foi multiple hits. Still a highly versatile 
character and probably the best Street Fighter. 

Charlie - the Guile clone from Alpha comes 
good for X-Men vs SF. His fighting style is highly dif- 
ferent from any of the other characters. Very handy 
against characters like Storm and their ranged 
attacks. One of the more impressively suped-up SF 
characters, Dhalsim now boasts flame -throwing 
capabilities to rival the Human Torch himself. The 
hugeness of his flaming attacks is quite sensational. 

Wearing a dinky little hat, Cammy makes a 
welcome reappearance with a stack of new moves. 
Chief amongst these is her new Spinning Crush, 
which is not unlike Bison s Psycho Crusher crossed 
with a fiery missile. 

Mystifyingly, Ken - who is almost exactly the 
same as Ryu - has made it into this mix-up game 
where you'd think character variety is highly impor- 
tant. Nice hair, by the way. 

The big boss of SF - M Bison - realises his power 
pales in comparison with Magneto. Still easy to use 
and pretty darned nails, but his open fighting style 



WHERE'S WALLY - X-MEN EDITION 

The backgrounds for X-Men vs SF are pretty 
bizarre, to say the least. Along with the now famil- 
iar World Warrior-style backdrops in the fresh air 
around the planet, there's a selection of less logical 
settings. Like in the middle of a TV studio filming a 
quiz show, for instance. Or in the middle of a 
crowded shopping centre. There must be some 
kind of plot device which explains these locations, 
although we're blown if we known what it is, 
Perhaps Magneto's trying to steal all the tins of 
beans or something. Anyway, the really interesting 
thing about the backgrounds is that some of them 
exhibit distinctly Children of the Atom-esque 
degrees of interactivity. For example, there's a 
street scene populated by citizens and startled cop- 
pers which, should it take sufficient bashings, 
gives way to drop the characters into the sewers 
below, where their combat c: 



often makes him vulnerable. 

Zangief. Ooh. a fat Russian. 1 bet Apocalypse 
totally quaking in his boots. The strongest of the 
Street Fighters, retains his crown Has a new mid 
Spinning Piledriver which breaks necks. 

Back in her old jam-jar- lid -hair costume from 
SF2, Chun Li is back, too, Her Hundred-Foot Kick is 
unlike anyone else's move, and is an excellent fin- 
ishing point for a Create A Combo. Look out for the 
u'ty of your Super Combo fireball. 





APOCALYPSE QUITE SOON 

The gieat thing about the Saturn c 
of Capcom games is they've always got hidden 
options and secret characters, so you always 
get to play as the boss. Well we're highly 
doubtful that'll happen with X-Men vs SF. 
That's because Apocalypse, the eternal agent 
of Armageddon, is the boss in this title - and 
he's not small. In fact, he doesn't fight like a 

al character at all. He's so big he can 
only just fit his fist onto the screen. If you 
want to kick him in the head (which you have 
to), you'll need to perform a Super Jumpl Lord 
how his special moves list would func- 
ion. And he can't dodge, either, because he's 
oo huge. Basically, Apocalypse is totally rock 
nd all mortals must tremble at his presence. 



Slbretooth kills for a living. This could be Bison's unlucky day. Gambit's playing card onslaught trashes SF'i Charlie. 
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SO WHAT'S GOING ON THEN? 

Whilst playing X-Men vs SF as Cammy, the SSM 
team noticed something strange. When Cammy 

whence the Cammeister salutes and squeaks 
'■Orders complete, sir!". Which leads us to believe 
that the events of the game take place before those 
of Super Street Fighter 2 Turbo.But, right, she's got 
the scar on her chin from her alleged scrap with 
Bison when she escaped his thrall. So what's going 
on then? Is she re-brainwashed after Super SF? Or 
is it a birthmark? Or what? How come Charlie's in 
it. as well? And if it does take place before Super, 
right, how come all the characters have the neat 
new moves which they conveniently forget in time 
for the Street Fighting tournament? Come on 
Capcom - games trainspotters demand to know 
when in your Street Fighter mythos this alleged 
mutant team-up takes place I 



THE X-MEN 




Fights a lot like Ryu and Ken, but with a big pow- 
erful laser for his eyes. So he's better. Not as effec 
tive at close quarters, but a strong all-rounder. 



lorty psyt 
; is back to 

without loi 



ith the i 
help crap players 




Just where does X-Men Versus Street Fighter take place in the 
SF mythos? Since Cammy appears to he under the control of H 
it he befnre Super Street Fighter 3... 




Master of Magnetism is the chief villain. His Evil henchman of Magneto, the supposedly invin- 

Magnetic Storm Blast, which explodes over almost cible Juggernaut is obviously feeling a bit poorly, 
the whole screen, is chiefly his best attack. as he's just as vulnerable as the others. 



Wolverine vs Uunia. Now that Can Zanglef withstand the 
would he a good Tight! kinetic powers of GambitP 



MUTANT X- POWER STRIKES 
STREET FIGHTERS! 

Throwing the Street Fighters and X Men 
together is more than a matter of slapping the 
already -coded characters onto new back- 
grounds. As arcade fans will know SF and X- 
Men both have noticeably different playing 
styles, so Capcom needed to find some com- 
mon ground for the protagonists. Well they 
didn't bother, really, and so this title plays 
more like X-Men than SF. All the Street 
Fighter characters have had some of their 
moves and combos upgraded to compete with 
the easily -performed eight -hundred- million- 
hit X-Men-type super moves on offer. 
Dhalsim, for instance, has a groovy new mul- 
tiple fireball attack which is capable of seven 
hits without breaking into a sweat. This 
makes for a more action-packed-looking (and 
feeling) game experience. The SF influence 
takes the form of making some moves harder 
to perform, with more twisty joystick 
manoeuvres responsible for the better attacks. 




New boy Sabretooth is a bit like a bigger version of Leader of the X-Men, so she had to be in this gam 

Wolverine. He takes more skill to use. but he's that really. Her weather pov 

much more rewarding than cheesy old Wolvers she's crap at hand-to-hand stuff. 




The Peter Andre of the X-Men, Gambit is only 
famous because of his own self- pro mot ion. His 
telekinetic powers which charge up ordinary play- 
ing cards into deadly weapons are cooldaddio. 



Kinkiest mov 


ever 


goes to Rogue, who snogs he 


opponents int 


□ sub 


nission With a charging 


tongue sarnie 


kORU 


e can either drain an oppo- 


nents energy 


baro 


steal their moves! 
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OPTIC MIGHTY RISING DRAGON HURRICANE STORM! 




Super attack? ate now the staple of beat 'em ups. 
Pull off enough specials and connect with a few 
punches to charge up your Super bar and then use 
a series of complex joystick moves to effect a dev- 
astating (if it hits] Super Special, that's the plan. 
You'll know when this happens because a portrait 
of your character framed by a sunburst appears on 
the screen, whereupon they blaze into action with 
a string of moves, followed by tracer images. Super 
attacks fulfil multiple purposes. They're a handy 
way out of a jam and they're a spectacular way to 
finish a round. Every character at least two Supers 
- and Rogue takes it to new levels of greatness! 





Cyclops' huge super-blast is just as powerful - and as spectac- Storm - the weather witch - unleashes the elemental powers at Rogue also has 
ular - as it was In X-llen: Children of the Atom. her command. Hnw does Zangief block electricity it jelf? Man's, which is 



FASTBALL SPECIALS AHOY (NEARLY) 

Super moves are ace. They're ail pretty graph ■ 

lamage. They're great. If only you 
could perform two Super moves at once. Well 
hold on there, chickadees, because now you 

tally talented you can end a 
nee with a fireball (moves 
list permitting), which, combined with two 
Fierce attacks, brings your buddy on-screen 
whilst your first character starts going through 

'ull off another Supei Combo 
quick enough and your team gang up for an 
Ultra Super Mega Combo and ructions of dam- 
age all over the shopl At least, we think that's 
how you do it. We only managed to pull this off 

lugh though to see just how 
AWESOME these "double Supers" are! 




Here'l a first: Juggernaut and Wolverine teaming up! 




Taken from the intro - a historic moment in ! 
as Cyclops and Ryu form an alliance to bring 
live foes - H Bison and Magneto. To be hones 
benefits more from this particular bargain! 



If you can perfect the techniques necessary you a 

Ih characters' super- it 
Wolverine's Berserker Barrage and Cyke's Optic Blast ri 
ping U Bison to shreds. As If he'd Stand a chance anywa 



DADDY MAGNETO'LL MAKE YA._ 

X-Men earned praise from serious players for 
its innovative new features, such as the multi- 
level play areas and the Create A Combo fea- 
ture (resplendent in all its glory in this game, 
too). Another of these features was the Super 
Jump, which allowed characters to leap almost 
twice the height of the screen and take their 
battles to the air. Well those Street Fighters 
have obviously put springs in their ankles, 
because Super Jumps are at your disposal in X- 
Men vs SF, too. These ace performed simply by 
pushing up on the stick a second time whilst 
your character is peaking at the top of their 
first jump. It's an excellent way to avoid projec- 
tiles and escape Super attacks which have a 
habit of carrying on for a while. 
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Championship 

The racing fields of the Sega release schedule have lain fallow for too long, 
my children. The time to strike with a new gearstick is now! Gall the faithful 
to their gathering halls! It's Sega Touring Gar Championship! 





ince the pioneering Virtua Racing 
and its revolutionary 3D graphics. 
Sega have blessed us with a string 

games. Daytona's texture -mapped 
brilliance put us into the same state of games- 
lust that VE had managed. And just when we 
thought things couldn't get a: 
genius Sega Rally exper 
gaming hearts all over ; 
of an absence from the si 
AM boys are back again wil 
the Sega Touring Car 
Championship, the latest 
addition to the jaw-drop- 
ping car-riding series. 
Once again the 




realism. Each c; 

object has a satisfying- 

iy solid look and feel. 

along with an unprece 

dented depth of v 

detail. Plus everything movs 

at approximately a millio 

than fast ei 
induce motion sickness in sensitive types, 
at isn't enough, the cabinet also features rucks 
trademark modifications. The sound is deliv- 



11 1 like Formul 
and It Just so happens 
Grandstand ibav a lot 
on Saturday afternoons! 




sure you really do think the cabinet has got an 
engine in it, Sega have also mounted powerful 
heavy-bass woofers under the seat itself, which 
lend that hum and throb of a real power engine to 

Frankly the only way to make the thing 
id any better would be to actually put a work- 
ng engine in the front of the coin-op. And it's not 
that'll be bombarded by an all-new 
■ry experience. Top of the range 
Touring Car cabinets also come with 
rd. This 
an extension of the Rally 
feedback wheel, which 
esponds to in-game dips, 
bumps, corners and the 
like with synthesised 
It also 

the game han- 
dles like a touring car 
with power steering, 

: it's sup- 
posed to be. And, right, 
is if all this weren't 
nough, there's also a 
w flicker lamp system 
d in gear changing 
lly it tells you when to 
shift up or down a gear). 

ill of these modifications 
would mean little were the gameplay not similar- 
ly expanded. Well, once again the lads have done 
good, conceptually speaking. It's surprising that 
they've found yet another form of car racing to 
plunder, though. Pretty soon there'll only be flat 
strip drag racing left, which won't be that inter- 
esting. Anyway, this kind of motoring is kind of a 
cross between OutRun and Daytona The player 

selection of vehicles based close- 
ly on real production cars overhauled for tour rac- 
ing and drives it against seven opponents. These, 
sufficient cabinets permitting, can be human- or 
computer-controlled. Obviously things are the 
most fun when playing against real people, but 
the CPU is more than willing to make up the 



TOURER DUTY 

ie jalopies in Touring Car Championship are a 

mpanies responsible for the individual cars 
■perated extensively with Sega to ensuri 
their respective prides and joys are accurately rt 
resented in the game. Each car comes in either 
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tr what must be one of the biggest build-ups in the history of videogames, Sega's utter- 
astounding Virtua Fighter 3 has finally hit the UK and SEGA SATURN MAGAZINE was 
I first in line to get a look at the machine and most importantly get a good playtest. So, 
after our in-depth examination of the backdrops, check out the goods on the characters ! 
Well, it's finally here And yes. it is totally remarkable and better than any arcade 
fighting game ever seen anywhere. Just as we suspected. If you've followed our VF3 coverage over the 
months, you'll know that Model 3 technology surpasses everything you'd ever seen before. You'll know 
that the new backgrounds with different levels of height add hugely to the gameplay. You'll know that- 
well, VF3 is the future! 

In this last VF3 feature for the time being, we give you the lowdown on the characters in the 
game, including small moves lists designed to clue you in quickly on some of the new techniques found 
in VF3 - it's by now means a complete list, but it's enough to get you going and to show you just how 
AWESOME this game is, 




VF3 Control Console 



Since the laun 
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fighting games 
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Vipers and 


ait Broni ha 


e used the simple stick 


plus three but 


M raul 


ne. For VF3, 


'3 different. 
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Jiflry's moil powerful attack (and indeed one < 
feariome moves ever) is back in VF3. The hackbreakar i 
iw Irorn behind which inflicts hideous damagi 




The difference between Jeffry in Wi and its sequel was very 
noticeable indeed. There's not really that much of a quantum 
leap in the transition from VF; to this latest chapter in the saga. 
Most of Jeffry's innovations are in the basic attacks, with only a 
small smattering of new throws to get to grips with. 
Like Wolf, the new escape button gives him plenty of opportunity 
to finally strike back at the combo-based characters who have 
been his ruin in previous VF epic? One false moves from his 
opponents followed by a Jeffry escape gives him plenty of poten- 
tial to inflict massive damage. In fact, manoeuvring behind his 
opponent and performing a back breaker is that much simpler in 
VF3. Another example of how the new escape move benefits the 
gameplay no end. Make no bones about it, Virtua Fighter 3 is 
absolutely brilliant, okay? 

CHANC1S: Fair to middling. In terms of prowess, Jeffry remains 
much as he was in VF2... just more powerful with an even larger 
range of speciality throws. 



OQPP 
PPOP 

OOP 

OPPP 

OOP 

OKP 

O P-Ht 

OQ P 

KIP 

OK+fl 

OO P -G ■throw 

OP^C (throw) 
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utterly mad by the J3 Syndicate's brainwashing, Sarah 
Bryant is finally on the road to recovery thanks to assistance 
from brother Jacky. In terms of appearance, Sarah has opted for 
two new costumes. The first is a black, cleavage revealing top 
with lycra trousers and high-heels The second is a hot 
pants 'crop -top combo. The I3 Syndicate's brainwashing has obvi- 
ously moved on a stage since VF; since Sarah now sports a rather 
fetching Southern Belle American accentl 

In terms of moves, Sarah has been kitted out with plenty more 
kicks and new PK variants - as if she doesn't have enough 
already! What is perhaps more intriguing is her apparent mas- 
tery of the escape/dodge button. With her speed she seems to 
to the new system like a duck to water, making her 
powerful! 

CHAN CIS: Sarah seems to have adapted most to the new escape 
routine. Coupled with her speed and aggression, she stands a 
very good chance indeed. 
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NEW MOVES TO TRY 

Ol+O 

OOP+K 




n her n. 



looks ten times better 
than ever she did in 
Virtua Fighter 2 with 
the lighting on the 
stages really bringing 
out the graphics well. 
She's lovely as far as 
videogame characters 
don't, really exist 



She remains 
probably the fastest 
fighter in the game, 
attacking with lightning speed and devastating combination 
attacks. The new game really boosts Pai's combo facilities, adding 
a huge range of different linkable attacks to her already strong 
ial. Her speed makes her good at dodging with the escape 
button and retaliating with a combo. 



Fairly strong. However, Pai is very strong in the are; 
combos. . which is what the escape button is good at avoiding- 



of 




■ porting either 



jock 



-r t'.Jll o 



nial outfit. Taka Arash 
dominates the arena 
thanks to his bloody 
huge build His huge- 
ness is reflected in his 
fightm 






o hr- u 



putt paid 

PRELIMINARY MOVES LIST 




muscles to literally 

wrestle his way 

through his opponents, 

power-housing his way 

through all opposition. 

Taka Arashi is similar ■■■■■■■■■■I 

in style to Street 

Fighter's Zangief. He's very large, but slower than the Pai 

Sarahs of the game, but once he has a hold of you, you ca 

ed by his sheer power. The best example of this 
en he gets his foes into a wrestling grappl 

i literally through any one around as if they're nothing 

than a rag doll! 



1 



As wall as the trademark Sumo stamp (alio it 
page), Taka can alio thump hit opponents as they Ne helplessly 
on the ground. Taka Arashi also delights in smacking his foes 
repeatedly against the walls In Virtua Fighter 3! (below) Just a 
couple of some of his amazing techniques! 
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Aoi's countering skills enable her 

any attack thrown at her in spectacular styli 

In this regard she's just as versatlli 

but more damaging by far. 

PRELIMINARY MOVES 




P<G( from behind) 
OP+fl 


DP>Q 


IDW 


OM-H1G 


in crouching foe) 



COUNTERS 

Ani counters almost eiclusively by using 1 
direction in conjunction with P -K. Try O 
P ■Kot'"- P-K to start wrth. 




Aoi specialises in a very aggressive form of aikido. Although 
primarily this martial art is based around defense, Aoi's capa- 
bilities are boosted by a range of floating strikes as well as rudi- 
mentary combination potential However, her best aspect is 
undoubtedly in her ability to counter absolutely any attack 

;c, by using P+K button presses in combination w 
different Joystick directions dependant on where the attack is 
coming from. Not only does she deck the opponent with her 
counter, she immediately follows up with a very painful extra hit 
or two. which usually takes the form of a torturous limb breakage 
Dressed in traditional aikido costumes, you might think that Aoi's 
movements would be limited by her dress - not so. She remains 
absurdly fast and lethal as a consequence. Just like Lion and Shun 
before her in VT:, Aoi is totally different in style and ei 
the other VF masters. 



s combination of speed, counters and combinations 
could make her just as lethal a force as Akira Yuki. A potential 
champion. 




restler from Canada is back and he's looking 
nd more powerful than ever before, he seem 
infused with his national identity this time - 



>nd all-o 



vildv, 



henc 



■ pc-.n 



what's the deal with Wolf? 
Basically, he remains much as you would expect him - he's still 
not that much of a floating combo fighter, relying instead on 
wrong-footing his opposition and getting in a throw. To this 
end, the new escape button is ideal for him, allowing him to 
dodge around the com bo -orientated characters like Sarah and 
Lau, giving him plenty of time to perform a power-throw 
Adding to this advantage is the huge range of new throws that 
Wolf has at his disposal, including an even more painful versin 
of the signature Giant Swing move! 

inder-rated character in Virtua 
■rsatile than ever before with 
■ash super-damaging throws. 



op-m 

or 

QPP 

OOP** 

O P-HJ (throw) 

OOP+B (throw) 

OQOOOPHll throw) 

P*G (throw from behind) 

OP+C (throwfromhehind) 

Wolf has always specialised in throws ar 



The Giant Swing is back and as brilliant as ever! 
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The coo] frenchman returns to the 
Virtua Fighter arena, faster. 
meaner and leaner than ever befoie. 
Uon excelled in VTi thanks to the 
lightning speed and unpredictability 
of his attacks. In VT3, he's even more 
effective in this regard, and he's been 
armed with some incredible throws, 
including one where he jumps on his 
opponent's head and uses their neck 
as a spring-board! Lion was always a 
character with a most distinctive 
style - this time he's stronger whilst 
retaining his speed, making him a 
most powerful combatant indeed. 
;ue considering that everybody else is 
his unpredictability needs to be bol- 
urrently been revealed. His propensity 
d. but he's still a bit of a question mark. 
Ltisfied. 




The mysterious ninja from the pre- 
vious VF epics is back and now he 
has evidence that his mother is the 
basis for the J6 Syndicate's "Dural" 
robot. That being the case, he's even 
more determined to find out the 
whole truth. Two distinctive looks are 
available for (Cage players - the blue 
ninja suit we all know and love, plus 
a new "casual" look with a different 
mask and ninja -at -large threads. 
Kage remains the most devious of the 
Virtua Fighters and his new moves 
have been designed to wrong-foot his 
opponents even more than his addi- 
new throws are absolutely incredible, 
ir interceptions! Kage was runner-up to 
to be victorious in this contest? Is Kage 



I: A worthy opponent, Kage was dynamic in VF2 and even more p 
erful now. A potential champion if you're willing to persevere and learn tc 
make full use of his ninja cunning. 




New moves ind aid. A repeated imick to the 
face (abovel represents the former. The Ten 
Foot Toss (below), the latter. 
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PPOP 

OP-m (throw) 
OH (throw) 
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tional techniques in VFi. Some of his 
including some bloody brilliant mid- 
Akira in VF2 - does he have the powe; 
truly the most powerful of all ninja? 





ner of the first Virtua 
ighter competition is smarting 
:et defeat at the hands of Akira in 

oin revenge against Akira and his 
ughter Pai. To this end he has har- 
ssed the power of the combination 
ike to new levels. Rather than 
.proving the variety of his combos, 



cated h 

forms of fie 

n following up. 

ether this will bi 



selftc 






.tally success- 
ful remains to be seen, as the escape 
button can effectively compromise 
the long and drawn out combos that 
Lau excels at. 
retains the traditional Chinese look, although supe- 
intricate design and more realistic 



CHANCMi Fair. Lau is still the master of combination attacks second to none, 

[gh when the escape button's express purpose is for dodging 
combos? 
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When Destruction Derby finally turned up, a bad feeling I 
to be a bit naff. Maybe it was the fart that all (he hype 
PlayStation version had long since died out. Maybe It was the relatively uninspirei 
conversion of WipEout, Psygnosis' other big driving title. Or maybe it was the fact 
that Sega seemed a little reluctant to release the game at all. 

As it turned out our fears were confirmed and what you get with Destruction 
Derby is a mediocre game in the extreme The graphics are hugely disappointing. 
especially the smoke effects which verge on the comic. All of the gloss and shi 
has been lost, leaving only the gameplay whicr 
isn't particularly diverse anyway. No doubt the 
game will still find a niche in the 
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Core have been turning on the style a bit of late, what with the excellent Tomb 
Raider and now Slam! Machinehead. While the later lacks some of the 
diversity of Tomb Raider, it nevertheless provides some first-class action from a 
fir st- person perspective. 

The plot revolves around the usual alien/mad scientist dichotomy and the 
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:ept then this is it, suggesting thi 

il cripples living out a self-imposed 

rig some pixelated babe staring 

racing game featuring scantily 



I image of gamesplayei 
bedrooms, their only coi 
VDU. Vou see, Highway ; 
females as navigators. 

Rather than concer 
and contours of the road, they concentrate on either praising 
damning your masculinity depending on how well you're driv 
As for the driving itself, it's far too dull and predictable to main 
tain your interest for long. The tracks lack variety and all look 
very similar, and the cars handle more or less identically, makin 
it a very uninspiring game to play Make no mistake, Sega Rally 
this isn't. 










I.CCL.I, 1 






\,Z,.„ 1 






1" 1 







Delving into the past in search of classic 'ye olde' games has becoi 
habit on 32 bit consoles. Acclaim have snapped up another Taito 
two classics in fact, in the shape of Bubble Bobble and Rainbow Islanc 
these might look like naff old games, they are in fact brilliant. Bubble Bobbl. 
addictive mixture of platform and strategy, your bubble blowing dinosaurs, 
and Bob, waddling about the platforms in search of enemy sprites and myri; 
power- ups. 

This in itself wouldn't merit the cost of the game but with two versions 
underrated Rainbow Islands in there as well. It most definitely is Rainbow Isl 
again mixes the platform action with strategy, but alst 
rooms and hidden techniques The cynical amongyou 
further retro titles, but With Bubble Bobble Pack, while the graphi 
to an earlier age. the gameplay is as refreshingly original as ever 
gameplay means that it's a poetically Inexhaustible title, ar 
many modern games you could say that about so there An 
which means it wont burn a proverbial hole In your pocket 
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Introducin 




This month we have a decent feature on Dark Savioi, 
fiom Climax - the creators of Megadrive Landstalker. Well, in Japan 
gamers are already gearing themselves up for the next great Saturr 
adventure title. Its name? Grandia. 

This new game is being developed by Game Arts -one of Japan's mos 
respected names. These are the guys behind the acclaimed Silpheed on 
Mega-CD and of course the recently released Gun Griffon (rated at 88% in 
issue #9). Grandia. however, looks like being one of the most spectacular 
looking RPGs to date. 

So what's so great about it eh? Well, Game Arts are renowned for the 
technical expertise, with a huge understanding of the workings and appi: 
cations of 3D, Unlike Daik Savior, this isn't just an action RPG - a huge 
range of options are available concerning interactivity with objects and 
people. So. whilst you can rotate the landscape around like Climax's clas- 
sic. Game Arts have also worked on making the surroundings very real 
Also, unlike Dark Savior, all of the objects are real-time 3D textured poly- 
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ced about the brilliance of Grandia ■ even with th( 
brilliant screenshots? Well, get this: Game Arts have enlisted the aid 0: 
of Japan's foremost computer graphic rendering artists to produce the 
visuals along with a member of the world- renowned Skywalker 
(owner: one George Lucas) to come up with the audio side of things. 

We'll be following the progress of Grandia over the coming month! 
can it match up to the expected brilliance of Squaresoft's forthcoming 
PlayStation RPG, Final Fantasy VII? Only time, and indeed us, can tell. 




You! Mr News Vendor. Sir! 

If It is al right with your good self , I would be most keen Indeed 
on getting the fine publication known as SEGA SATURN MAGA- 
ZINE put aside for me on a monthly basis, whereupon I shall re- 
enter your fine establishment and purchase said journal. 



NAME 
ADDRESS 



NEXT MONTH... 

In a word: AWESOME! We'll be checking out: Day tona 
Championship Circuit Edition - Reviewed! Crime Wav 
interviews with the creators of Virtual On and the n 
Street Fighter EX coin-op! More incredible stuff with Doom, 
Scorcher and Amok! And yet more stuff! Oh yes. By the way, I 
VirtuaCop2 review sound? 



SEGA SATURN MAGAZINE, D 
Out 14 November. Price £2.75. 




GAMEPiaiJ 

OUT OF THIS WORLD 
SATURN PACKS AT DOWN TO 
EARTH PRICES!!! 



PRME! CHOKE! QUALITY! SERVICE! 



Ol 13 234 0444 

SALES HOTLINES 
Ol 13 234 0999 

TECHNICAL SUPPORT 

Ol 1 3 234 0666 

CUSTOMER SERVICES 




Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least S years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 



$&A&IC£ 



